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He doesn't '^ow who he is. 

He's n<^ sure where he is. 

And he can't get the Schnibbie out of his head. 



A challenging 
screwball adventure... 
it's no walk in the park. 


Join our unlikely hero Woodruff on his preposterous quest to find his kidnapped 
stepfather, save the Boozook civilization, and try to remember just who the heck he is. 
Caution: This game may be too rapid-fire funny for the humor impaired. 

For your copy, see your local software dealer or call 1-800-757-7707. 
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Available in major retail outlets or order direct I (800) 360-7455 

LookingGlass Tec 

©1995 Looking Glass Technologies, Inc. Looking Glass and Right Unlimited are registered 


K short time ago, we set out 
o create a new kind of flight 
imulator. One that would bring 
'ou the beauty, the feel, and the 
ihallenge of rfying. It’s a special 
eeling, a bona all pilots share, 
rom barnstormers to fighter 
ocks. To fly. To be in the air. 
fo .master the airplane. Flight 
Jnlimited™ brings you into this 
ixclusive fraternity where it’s not 
ibout tracking needles or flying 
rectors, but about feeling the 
vind or the gut'Wrenching 
ensation of a perfectly executed 
naproll. Where you can fly with 
10 limits. 

rhe Feel 

X^e use a unique physics 
■ystem known as Real- 
Fime Computational 
duid Dynamics 
:o simulate the 
notion of airplanes 
n flight. 

t puts you in the 
:ockpit of a real 
dane, able to fly any 
naneuver, do any- 
hing a real plane can 
lo. 

Fhe Beauty 

Dur new 
mageScaping 


technology allows us to use aerial 
photograpns to create photo-real- 
istic, 3D texture-mapped land- 
scapes of actual locations. You’ll 
fly over spectacular scenery, see- 
ing what the world looks like 
from above. 

The Challenge 

Flying is a thrilling experience. 

It’s fun. It’s challenging. Even 
dangerous. It’s definitely an 
acquired skill. So, we created 30 
on-line lessons that will teach 
you how to fly. From the basics 
to complex aerobatic maneuvers, 
your instructor will fly with you, 
talking you through your lessons, 
building your skills. 
And then, to make it 
even more fun, we 

unique 3D cock- 
pit modes, multiple cam- 
era views, a host of other 
features as well as 50 aerial 
race courses 
that will test 
your ability 
and give you 
that adrena- 
line rush that 
comes only 
from compe- 
tition. 





“At last game players have access to a realistic flight sim with that 
all too rare element of fun.” -Edge Magazine 
“It produced a rush that Microsoft’s venerable Fl^ht Simulator 
could not approach.” -San Diego Union-Tribune 
‘This could be the revolutionary flight simulator that takes you out 
of the wind tunnel and puts you in the air.” 
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Years ago, it set the standard for role 
playing games. Now, just when the 
nightmares are starting to fade, it's back 
. , . and it's bigger and badder than ever. 
Introducing Dungeon Master II: Tlie 
Legend of Skullkeep. 

From ifs storm ravaged villages to 
trap-filled dungeons you'll face creatures 
and characters that actually think for them- 
selves and react to your actions. 

It's the most realistic role-playing 
world ever created. Wliere real-time com- 
bat combines with finely-tuned traps and 
puzzles to test your logic and reflexes to 
the limit. Featuring an all new version of 
fhe interface that defined point-and-click, 
3-D sound effects and stunning visual 
effects, it's the ultimate quest of magic, 
dungeons and monsters. 

Dungeon Master II. You'll be its 
prisoner once again. 

Aviiiliiblc for your IliM PC 
iiiid Mcicinlosh. Sec your local 
soflwarc rclailcr or call 
1.«0()-y69-C/AMfc. BYC/AMERS. FORC/AMERS,'' 

© Ibbt’ Interplay l'’iodiic1ions and ilonware I leaven, Inc. All Rights Reserved. 

DLtNC/FON MASTFR is a Iradcmaik of Soflwarc Heaven, Inc. 
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FEATURES 

32 SNEAK PREVIEW! X-COM; TERROR FROM THE 
DEEP Chris Lombardi dives into the sequel to last year’s 
top-rated X-COM! and tries his webbed hand at 
intercepting Unidentified Sivimmiui’ Objects. 

36 SNEAK PREVIEW! MECHLORDS Assassination, 
combat, diplomacy and economics form New World's 
intrigue-rich, politically sensitive universe of mechanized 
warfare and neo-feudal space conquest. Alan Enirich and 
Johnny Wilson uncover the dark underside of the latest 
strategy game from SiniTex. 

42 SPECIAL SECTION: VICTORY IN EUROPE Fifty 
years after the historic Allied victory. Terry Coleman takes 
readers on a computer game “tour of duty” through the 
entire European Theater of War. If you've ever wondered 
which computer game covers which battles or campaigns 
the best, this is a “must read” article. From the opening 
Blitzkrieg through the Fall of Berlin, CGIV gives you the 
right kind of intelligence to recreate these important events. 

64 PLAYING ON THE BIG SCREEN Tired of that 14” 
monitor? John Brassil discusses the advantages and 
disadvantages of using NTSC converters to connect your 
computer to a large screen television. Join Brassil in 
asking, “TV or Not TV?” 

80 OS/2 WARP FACTOR You’ve seen the television ads. 
Now, hear from gaming expert Jerry Golick about OS/2 
Warp’s potential for true 32-bit computer gaming. 


ADVENTURE/ 

ROLE-PLAYING 

88 SCORPIA'S STING Tired of paying tor 900 him lines 
and hint books in order to finish a game you paid $50 for? 
So is Scorpia! 

92 SCORPIA’S MAIL Ifyounecdto: shed a Mule light on 
the subject of NocTROPOLis: stay out of the Wake of the 
Ravager; pick up the right kind of lore to succeed in 
Dragon Lore; or discover the right kind of hospitality for 
The 7th Guest, you've come to the right place. 

94 COMMANDER BLOOD Long after most gamers have 
forgotten Mindscape’s original Captain Blood, the new 
MIndscape brings its sequel to market. Peter Olafson 
returns with us to those thrilling days of yesteryear. 


106 CYCLONES Mark Clarkson places his targeting reticle 
on Cyclones. SSI’s new first-person shooter provides 
gamers with an adventure reminiscent of M.G. Wells' 
classic War of the Worlds. 

110 RETRIBUTION Humanity’s defense has gone drastically 
wrong and Martin Cirulis suggests it will take more than Hying 
spaceships and ddving tanks to make things right again. 






114 STAR REACH Jeff Janies reports that all aliens me 
created equal when it comes to the space vessels in 
Interplay’s new game of galactic conquest. 

118 DIGGERS We di.spatched a mole to report on the 
underground goings-on in Millenium Media’s Diggers, and 
Jason Kapalka found a Lemmings in disguise. 

122 STRATEGY! TIE FIGHTER: DEFENDER OF THE 
EMPIRE Mission-by-Mission pointers transcribed from an 
illicit document intercepted by Jason Kapalka, including a 
sidebar on bonus goals. 

SPORTS 

132 ESPN BASEBALL TONIGHT andHARDBALL IV 
Jim Gindin considers two possible replacement players to 
compensate for this year’s absent baseball season. 

S I M U L AT I O N S 

139 BOGEY’S BAR & GRILL Frustrated by feverish bulton- 
hunling in the heat of combat? Join Tom “KC” Basham as he 
explores voice recognition systems for flight sims. 

142 WINGS OF GLORY Origin’s Wings of Glory celebrate.s 
(he glory of the “War to End All War” with the Strike game to 
end all Strike games. Martin Cirulis reports. 

148 STRATEGY! ACES Of THE DEEP Veteran submariner 
Kevin Turner takes you deeper into Aces of tme Deep than 
you ever thought you could fathom. 


STRATEGY/ 

WARGAMES 

157 BROADSIDES & GRIPESHOT Alan Emiich urges 
wargamers to discover the spirit of giving in order to recruit 
prospective computer gamers. 

160 FRONT LINES It’s back to the future time as Patrick 
Miller considers Impressions’ new “beer and pretzels’’ game 
of advanced tank warfare. 

166 OPERATION EUROPE The Koei game system fails to 
take a beachhead, to reviewer Terry Coleman’s chagrin. 

170 GAZILLIONAIRE Teamsters in space! Do you have what 
it takes to run an interplanetary shipping empire? Arinn 
Dembo tells you how you can in Spectrum HoloByte’s new 
trading game. 

1 74 SIMTOWER This new game from Maxis allows you to 
run a veitical SimCity a la Robert Silverberg’s The World 
Inside. Paul Schuytema fills in the big picture. 

178 THE INCREDIBLE MACHINE 2 Jason Kapalka juryrigs a 
review a la Rube Goldberg for Jeff Tunnell’s latest game of 
gadget grappling and widget wrestling. 
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irS HERE AND IT’S POWERFUL! OUEF 


THE PERFECT GENERAL II 

is an unbeatable strategic and tactical experience 
with stunning graphics, intuitive interface and the 
sharpest artificial intelligence ever. 

THE PERFECT GENERAL I! 

provides you with a superior challenge and brilliance 
that is unsurpassed in the computer gaming world. Feel 
the power as you command missions in the most 
exciting eras of world conflict. Airpower controls the 
sky. Rockets hit their mark, and tanks rumble across 
barren terrain as you lead your armies to victory on 
any one of the thrilling fields of battle. 


5 levels of difficulty from novice to expert take you 
through historically and technically accurate 
encounters with the enemy. Modem and null-modem 
play capabilities let you choose your competitor. 
Master the intensity of nations at war. We proudly 
present to you the invincible sequel to the Perfect 
General... 

THE PERFECT GENERAL II. 

cheated bt/: 


4801 Lincoln Rd. NE • Albuquerque, NM 87109 

Sales Information: 505 - 880-5447 

Circle Reader Service ff355 






• Two Graphicai. 

Options for Game Play 


• Zoom in for a Tacticai. 
View, or Zoom Out For 
A Stfiatesic Vantage 


Tactical Air Support 


• Great New Weaponry 
Like Elephant Tanks, 
Machine Guns CMobile], 
Machine Gun Nests^ 
ANO Many More 


• Full Blown Campaigns 


• Vastly Improved 
Computer Opponent 


• A Multitude of the 
Most Exotic Scenarios 
You’ll Ever Encounter 


• A New and Briluant 
Game Scoring History 


• SOUNOFONT"’ 
Technology Si Oigitizeo 
Sounds for a Reaustic 
Combat Engagement 


Live Action Video 
Strategies From 
Military Generals 


0 l\IEUV AND DIFFERENT SCENARIDS! 



ACCESS 
THROUGH 
INTERNET 
FOR ONLY 
$200 
per hour 




Kingdom of Drakkar 


War Room 


Empire Builder 


P lay with thousands of gamers on the 
Information Super Highway and lose 
yourself in the graphic adventures 
and traditional games offered on the 
Multi-Player Games Network. 

MPG-NET gives you something you just 
can't find on a floppy disk, . .another 
human mind. Whether you like fantasy 
role-playing, 3D action, war simulation or 
card games, MPG-NET offers games 
24 hours a day, seven days a week with 
players from all over the globe. 


PLAY GAMES 






In December 1994, MPG-NET goes 
all graphic! No more text menus. No 
headaches trying to log on. It’s never 
been easier to be on-line! 

Here’s what else you’ll find: 

• Electronic Bulletin Boards iilled 
with the latest adventure reports and 
discussions by gamers from all over 
the worldl 


• Download files from our database 
and read the latest In gaming news, 
updates and stories from other 
members. It’s as easy as visiting 
your hometown lihraryl 

• The Persona Creation Room-lets you 
generate a face to match your on-line 
personality! 

• Conierence Rooms-have real-time 


• More games than you’ve ever seen 
before I 

MPG-NET can be accessed with a local 
phone call from over 600 cities in the 
USA and 40 nations worldwide. All you 
need is a modem, a phone line and a 
computer to Join the fun! Call our 800 
number from Bam to 8pm Eastern time 
on weekdays to receive our free starter kit. 



News 




Access Room 


Circle Reeder Service 1/250 


MPG-NET-twenty four hours a day, 
seven days a week, bringing you games 
that will take you out of this world! 

Call now: 1 -800-GET-GAME. 


• Electronic Mail-send and receive 
messages with all your friends and 
plan when to meet and play your 
favorite game! 


conversations with people all over the 
world and see more than just their 
words, you'll get a chance to see what 
they look likel 


1994 MPG-NET, Inc. Muitl-player 
Games Network and MPG-NET are 
service marks of MPG-NET, Inc, 'The 
Kingdom ol Orokkor is a trademark ol 
Orakkar Corp. Empire Builder is a 
iradomark ol Mayfair Games, Inc. 
Operation Market-Garden and Star 
Cruiser arc trademarks of GDW 
Games, Inc, Flofquost and Warlords 
ol (ho Apocalypse arc trademarks ol 
the Dreamers Guild. All other brand 
and product names arc trademarks or 
registered trademarks ol their 
respectivo holders. 


Your MuW-Player Games Network"' 

1 -800-GET-GAME 






The Virtues Of “Try Before You Buy” Computer Games 

byJohnnyL. Wilson 


M ost of US do not buy com- 
pact discs by their covers. 
We eitlici' know the artists 
by I'epuialioii, have lis- 
tened rt) the album at a 
frientl’s house, or have 
heard some of the album 
on the radio. There isn’t much risk with 
regard to the purchasing decision. You ba- 
sically know what you're getting when you 
plunk your plastic or cash on the counter. 

With a compuler game, howevei', you 
often don't know wliat you're getting. 
Playable demos, limited versions of the 
games, are relatively rare, so you llnd 
yourself having to filter your purchase de- 
cision through feature lists on 
the box, critical re- 
views from maga- 
zines and/or 
on-line seiwices 
that you can 
trust, and \vord 
of mouth. It’s 
tough to expe- 
rience the full 
impact of a 
game without 
buying it, and 
most stores no 
longer have gener- 
ous return policies. 
With the exception of 
shareware (and that is 


limited to those who know where to find 
it), nothing does for computer games the 
equivalent of what radio does for the 
recording industiy, 

NETWORK PROGRAMMING 

With the rush of networkable computer 
games, the problem has been exacerbat- 
ed. In order to discourage gamers from 
installing one copy of a game throughout 
an entire network, most networkable 
games have copy protection for the com- 
munications module of their game. So, in 
order for me to play networked M.^^dic 
Ci.ARi’tn' with colleagues during our coffee 
break, we would all need our own copies 
of the game, lliat’s not a problem in the 
long run. Gamers should purchase their 
own copies of games they wish to ]3lay. 

However, the problem is convincing my 
colleagues that they wan! to jday net- 
worked Magic Cvri’ei', Having to ante up 
S50 or S60 to see if a networkable game is 
a cool experience or not can be a relative- 
ly high hurdle to surmount. \Vouldn’t it 
be wiser to include a limited network ver- 
sion of a game in each box? Publishers 
could put a couple of dilferent unprotect- 
ed levels, scenarios or racetracks into each 
networkable game, just to give gamers a 


taste of what they could experience on a 
broader |)laying field. Somehow, I firmly 
believe that publishers would net more 
new sales than they would lose with such a 
“sharenet” option. 

'Phis so-called “sharenet” ojjtion could 
be im|)lemented in several ways. First, 
publishers could opt for the razor blade 
appi'oach. F.veiy packaged version of the 
game would include the “sharenet” levels 
on the original CD. If anyone wanted to 
add the networkable option and addition- 
al levels, they could buy a separate disk or 
pay a download fee to get the network op- 
tion. Second, publishers could put eveiy- 
thing on the CD in the same way 
as they cuiTently do, but onl)' 
retjuire the copy protection 
to come into play be- 
yond certain levels. 

Third, publishers 
could use a scheme 
like IBM’s Uniloc sys- 
tem. 'fhe Uniloc sys- 
tem allows publishers 
to encode each CD so 
that certain files cannot 
be accessed without • 
registering the software. 

Once the fee is paid, a 
code is given to remo\'e 
the enciyption. The up- 
per levels of each net- 
workable game could 


llkislralion by Brian Clarke 
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Blatter AW32, Siiuiid Blatter 16, Wind Blaiier Biii and (ginpaiiblet, 
fill Audio 3pe'.iiurii and Roland. 


DIVISION OF MONARCH AVALON, INC. 
4517 Harford Road Baltimore, MD 21214 


Railroads & Robber Barons’ 

Welcome to the 19th Century! 

With immigrants pouring in, America is poised for explosive 
westward growth. Magnates famed for their greed and busi- 
ness acumen rush to cash in. Gan you handle the challenge? 
Lay track, build stations, purchase trains, and manipulate 
stocks to build an empire of iron and steel. History’s great- 
est Robber Barons will try to stop you by undercutting 
your lines and buying out your stock. Your only weapons 
are money and trains. Will your empire succeed or fall 
under the wheels of tlie competition? 


Roll against history s greatest! 

fSECi]:,, WBii filiiil 
K ..%v: -r- ^ ■ \(^ 
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CD l<(JM COMING SOON 


The Avalon Hill 
Game Company 


18.30: Railroads & l\obber Barons cun he found in compuler jJame stores near you. ror ’ 
order infomiati«>n or for the name of a retailer near you, call 1-800-999-.3222. Ask for l^epl. (JIGW 



have Uniloc enciypiioii. 'I'liciu if gamers liked the shareiiet 
version, they could telephone in their i-egistration and receive 
access to the rest ol'thc ncnvorkable portion of the game. 

I-'ourih, publishers could release “Multiplayer Packs” of 
their games which, I'or an additioiuil fee (say S20 or so?) would 
feature the full version of the game plus stripped-down, net- 
work-only versions ol' the game for two or three friends. In 
this way, 1 could hat'e competition with my friends or col- 
leagues and, if they liked the game, they might end up pur- 
chasing full versions in order to improve their skill and 
destroy me in the future. 

It seems to me that (his would be a win-win proposition for 
both gamers and publishers. Ciamers would gel to “tiy before 
they buy” and publishers would get to protect their invest- 
ments. \Vhal could make more sense? 

State of the Magazine: We can't do a lot about the “tr)’ be- 
fore you buy" approach ourselves, but we can help with your 
buying decisions. This month, we have introduced our first 
Coinjniler Gaming World Srora Card. So many readers have asked 
l()r a comprehensive listing of the star i-atings given by our edi- 
tors that we luive jaii together an alphabetical list [i'om those 
games rated during the last six months. We will be publishing 
the list regularly and hope that you find it of real value. 

Remember, the star ratings are the consensus ratings of 
CiC'.W's (till editorial staff, 'fhey do not always agi'ee ^vith the 
opinions of the reviewers or the consensus of a majority of our 
readers, but are always piwided after significant deliberation 
(you can’t believe the heated debates that occur between our 
editors each and eveiy month). 

To get maximum benefit from the card, just tear it out 
along the perforation and fold it along the scored edges. 
Then, you have a \\'ailel-sizecl reference tool that you can 
carry with you on your next shopping expedition. Happy 
value hunting! W 

HOW DO we RATE? 

The Guide To CGW's Review Racing System 

Outstanding: That rare game that gets it all 
right. The graphics, sound, interface, and, of 
course, the game play come together to form a 
transcendent Gaming Experience. 

Veiy Good: A quality game that succeeds in 
many areas. May have minor problems, but is 
still worth your time and money, especially if 
you’re interested in the subject matier/genre. 

Average: A mixed bag. Can often be a game 
that reaches for the stars, but falls short in sig- 
nificant areas. Can also just be a game that does 
what it does well, but lacks flair or originalitv. 

Weak: A game with .serious problems. May be 
bugg)', may not have much play value, may be 
ill-conceived — and you may want to think uvice 
about buying it. 

Abysmal: That rare game that gets it all wi'ong. 
Usually a bugg)-, incomplete, and/or valueless 
product. 
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The graphics in today's games look just like photos. 
If you'd rather play movies than watch a slide show, 
you'd better get them developed on a Falcon. 



"if you want to go all out for games, the Falcon la the best 
bet for your money." ..f 

-Paul C. Sehuytema, Computer Gaming World 


^hc Pentium 90 they sent me is a beautiful piece 
:ork, primarily because they don't go with the 
lowest bidder when buying standard 
co'ippbnentry. 

96% Overall Score ° i 

-'Ted Cl^pman, Computer Ganwrfevlew ' < 


THE FALCON MACH V: THE ULTIMATE GAMING MACHINE 


If you need the fastest computer performance for your gaming, personal, or business software, you need to fly a Falcon! 


The MACH Vp-90 MHz Pentium - $2,995 



Standard features as of 2/1/94: 

Intel Pentium’" 90 MHz Processor 
100% Compatible with All IBM'" PC Software 
Falcon PCI Bus Motherboard. 256K Cache 
64 Bit PCI Graphics Board with 1 Megabyte - 16.8 Million Colors! 

Falcon PCI Bus Enhanced IDE Hard Drive Controller 
8 Megabytes of RAM expandable to 126 
1.44 Floppy Drive 

540 Megabyte Enhanced IDE Sms Hard Drive with 126K Cache 
195 ms QUAD-Speed CD-ROM Drive - Nl Wl 
Creative Labs SoundBlaster 16'" & Shielded Multimedia Speakers 
CH Products FlightSlick PRO*" 4 Button Joystick with Viewing Control 
CH Products Automatic Speed Sensitive Dual Gameport 
Mini Tower Case with 250 Watt UL approved power supply 
1 5" Digital Non- Inlerlaced Super VGA Monitor, .28dp. Edge-to-Edge Display -Nl Wl 
101 Key Keyboard. 3 Button Serial Mouse 

MS-DOS. Windows'" (latest versions) S 10 free games on CD-ROM! 


To Order Call; 

1 -800-258-6778 

VISA, MasterCard & Discover Accepted 
Financing Available On Approved Oredit. 


One Year Parts & Labor Warranty, One Year On-site Sen/tce 
UL, CSA, TUV and FCC class B certified 

16550 UARTS, Temperature sensitve fans, Customized BIOS’ and many other unique features! 


FALCON NORTHWEST 


Each MACH V is custom built to meet your specific needs. There are hundreds of options to 
choose Irom. When you're ready to buy. please call us lor the latest quote. 


COMPUTER SYSTEMS 

263 South Bayshore Dr. Coos Bay, OR 97420 


Circle Reader Service #141 



Interface 


LETTERS FROM CGW READERS 


MYSTERY 

RElilOION 

i recciuly purchased MYS'i' 
and absolutely love tiie game. 
Uut an interesiing Fact turned 
Uj) wlien I played one of the 
movies that make up the game 
with another QuickTime play- 
er. The file in question is 
x:\c|tw\channel\holoamth.inov 
(where x is your CD- 
ROM drive). If 
you play this file 
backwards, an 
omijioiis phrase 
can be heard. 

RUSH LIM- 
BAUGH UNDER- 
STANDS! Frankly, 

I almost died laugh- 
ing when 1 heard it. 

I guess the people at 
CYAN were having 
some fun that day. I’d 
Just like to end with 
kudos to all the makers 
of MYST and the peo- 
j)le ai CGW. Dittos, 

Rush. 

Lee Betzenberger 

State College, PA 


ratings (to which I am op- 
posed), you could make the 
ratings more useful by includ- 
ing them for games listed in 
your “Top 100 Games.” For 
each game on the list that was 
reviewed in a “post ratings” is- 
sue of CGI'K, 1 would like to 
see the I'ating 



make 




Frankly, roe were skeptical ai Jirst. 
Yonr letter reminded icr of the old 
Beatles hoax where you played a 
song backwards and heard, "Paul 
is dead!" We checked it out, 
though, and found out that ■son 
roere right! If you use QuickTime 
2.()'s movie player and choose 
"Embedding Options" within the 
Edit menu, you can click on "!j)op 
Back & Forth." This will play the 
movie fde forward and backward. 
Not only does the holoamth.viov 
fde play the phrase, but the mon- 
amtlunov acts as a ditto. 


and a reference 
to the issue number where the 
rating was given. I think it 
would be extremely useful to 
compare the initial reviewer’s 
impressions, as given “in the 
stars,” to the readers’ impres- 
si(jns as contained in the polls. 

I also have one minor quib- 
ble concerning your biogra- 
phy of Lariy Bond in the Hall 
of Fame comments about 
H.'\ri’()()N. \Vhile he is a for- 
mer Naval ollicer, he did not 
serve long enough to retire 
from the Navy. 

Jamie Adams 
Fairfax, VA 


HAVEABXJI.ST 

As long as you continue the 
policy of providing capsule 


You are definitely not the first to 
ask for a list of our ratings. 
Many readers have requested 
such a list and we’ve come up 
with an interesting wws of pro- 
viding it. Check out the insert 


facing page 112 called The Com- 
puter Gaming ]Vorld Score Card 
that lets you create a wallet-sized 
buying guide. You can carry it 
with you to your local software 
store to make sure you don’t pick 
up the wrong game on the right 
subject or forget the title of a 
highly recommended game. 
While we’re talking about 
ratings, though, we would 
like to reiterate that the 
.mmmary box is not the re- 
viewer’s impressions. It is 
labeled "The Editors 
Speak" because it reflects 
a consensus rating by 
our staff. 

As (or Mr. Bond, did 
we say "Ijirry Bond?" 
We meant "James 
Bond," Yeah, that’s it! 
That’s the. ticket. And 
we weren’t talking 
about Harpoon! It was 
Moonraker. Yeah, -we just mis- 
spelled it. Okay, we know that 
"former” doesn't mean “retired.” 
]Vejust slipped a cog on that one. 

REVERSE SEXISM 

Why someone would buy an- 
other computer game maga- 
zine (aside from just 
as an add-on to 
CGW) is beyond me. 

(Blind ignorance?) 

Ainnvay, thanks for 
your hard u'ork. 

Now, wh)' 
gave Johnny L. 

Wilson's D.-u.cack- 
t'Ai.i. preview a 
C-t- rather than 
what I usually 
give his re- 
views — an A+: 

#1 — 1 was 
expecting 
more of a re- 
view; and 


#2 ■ — ' I was curious as to 
why, when speaking of charac- 
ters, he mentions “her” and 
“she” only. Does this mean 
that a female is the only kind 
of character you can play in 
the game? I hope not! This 
may appeal to some, but I my- 
self — even in fantasy — prefer 
to be a male. (I have nothing 
against men who like to fanta- 
size about being a woman, but 
this is not a fantasy of mine.) 

Mark Hocking 
Oxnard, CA 

johnny Wilson responds: The 
purpo.se of the D.Ac:CKRrAi± sneak 
preview was to offer a taste of 
xuhat you can expect later this 
year. A review would have been 
impo.ssible because the product is- 
n’t finished enough to talk about 
play balance, difficulty and pac- 
ing. Since, it is a sequel, hoiuever, 
I could talk about what was differ- 
ent from The Elder Scrolls: 
Arena in terms of character gen- 
eration, interface design and the 
game’s profected approach to the 
.stoiy. We will, of course, review 
the game when it is released. 

/l.s for the use of feminine pro- 
nouns in the article, this did not 
reflect a limited 
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"One Must Fall 2097 is the best fighting 
game available for the PC, bar none” 

COMPUTER GAME REVIEW 
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Supports dual joystick liead-to- 

11 robots with over 120 frames 

licad combat In 5 unique arenas 

of 3D animation per robotl 
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Win cash for repairs, upgrades 

Run out of cash and your 

training & buying new moves 

repairs are over 


Are you tired of PC beat-em-up games that don’t live 
up to their hype? PC Gamer says “this is a truly excel- 
lent game" and “you won’t be disappointed” with One 
Must Fall 2097. PC Answers calls it “outstanding”, PC 
Home calls it “a must” and PC Gamer says it “plays 
brilliantly”. Computer Game Review says One Must Fall 


Try our games on 
CompuServe just 
GO EPIC 


2097 is “fast, furious and fun above and beyond the call of duty”. PC Gamer 
also calls it “the definitive” and “most awesome beat-’em-up on the PC”, 

Even people who tend to not like fighting games seem to enjoy the sheer 
playability and fun of One Must Fall. 

Play head-to-head against your friends or fight your way through increas- 
ingly difficult tournaments. Use your winnings to upgrade, trade robots 
and purchase training in an attempt to defeat diverse enemies with unique personalities. 

Features multi-channel, metal-crushing sound effects and heart-pounding digital music. One Must Fall 
2097 is only $39. Or, get the game, the 60-page OMF Strategy Guide and a color poster for only $49, 


NOT AVAILABLE IN STORES 
CALL 1 -800-972-7434 TO ORDER! 


Please add $4 s&h. Visa, Mastercard and checks 
accepted. MD residents add 5% sales lax. Every order 
includes a bonus shareware game. In UK/Europe call 
Epic MegasGames UK Ltd. at +44 (0)1767-260903. 

Epic MegaGames Inc. • 3204 Tower Oaks Blvd #410 ■ 
Rockville MD 20852 ■ (301) 983-9771 ■ Fax (301)299-3841 


TRY THE SHAREWARE VERSION TODAY! 

On CompuServe GO EPIC and visit the 
Epic Forum or call Exec-PC BBS at (414) 
789-4360 or on Ihe Internet lip any ol 
our shareware games from Itp.uml.edu in 
the /msdos/games/epic directory. 




design xohere you would have (o 
play a female character. Interest- 
ingly enough, however, there 
have been many computer role- 
playing games where players, 
whether male or female, xuere 
farced to play a male character. I 
wrote the art icle using female pro- 
nouns as both an exercise and an 
experiment. It xuas a personal ex- 
ercise to remind me that we serve 
female gamers as xuell as male 
gamers, even though female 
CGIV readers are a decided mi- 
noiily. 1 also thought the reverse 
of traditional usage might be wel- 
comed by members of this minority 
as a refreshing change of pace. 

It xvas also an experiment to see 
if anyone actually noticed the im- 
plied .sexism in one’s choice of pro- 


nouns. It xm not intended to ojfend 
anyone, but I hoped that their usage 
would have a slight jarring effect 
that might .soisitize us all to the fact 
that modern English does discrimi- 
nate against females. For xuhat it’s 
worth, I primarily play male char- 
acters. liowexier, I recognize that it 
is possible to learn a lot about dis- 
crimination and j)alronization 
through digital cross-dre.ssing in a 
role-playing game, especially on- 
line role-j)laying games. Finally, I 
hope I can get hack in the A + col- 
umn in this issue. 

RARE AS 
A FINE WINE 

I love your magazine, but one 
Lhing Irom your Jamiaiy issue 
disiui'bed me. Allliough your 


ruling system says that a five- 
slar game is “rare,” four 
games (\ViN('i ComM/LNDER III, 
Mack: (Iarpet, Front Page 
S i’ORTs: Football Pro ‘95, 
and Nascar 1^\ging) received 
this “rare” rating! Either 
games have I'cached their 
peak in quality and have no 
room foi' improvement, or you 
need lo add a six-star possibil- 
ity! I believe a little explana- 
tion is in order. 

Rcuven Weiser 
West Orange, NJ 

Considering that those reviexos 
xoere xoritlen in December and that 
many publishers plan for their 
very be..sl games to be released in 
December, xne don't think the 
number of five star 
games is odd. For 
eveiything there is a 
balance, however. 
There are likely to be 
many months, like 
March, in which the 
majority of games 
are beloxo the three- 
star median. 

CD COM- 
MANDER 

In the February 
issue, Brian A. 
Libby, a CD- 
ROMless gamer 
(and our hearts 
go out to all of 
them), asked if 
CDs had to be 
swapped back 
and Ibrth in Wing 
Commander III 
in order to play 
the game. Well, 
you didn’t really 
answer the ques- 
tion very well, as 
you compared it 
to disk-swapping 
games that came 
before the hard 
disk. As you know 
WCIII is not like 
this at all, as you 
play the game for 
a week or so as 
you work through 
the movie (ok, an 


The 5th Wave 


By Rich Tennant 


On Utetdl 3, 1092, TKankandJte Ivbimn ivi&i 
runniti^ Gfcrite on 

an CBp pMfejrm vtith a f lamented 



Tk tetddjsk, seekixg power {nm wfetever 
source, i^ppivg' appliances ihrajphovt 

the jiouseliold electrical system, ev'enttally 
time itself from the mil denfe, 
thrustit^ the couple inioM irwvejsihP tiwe-Jcqp! 


hour for the hard-cores) and 
llien strap disks so the movie 
can continue. One does not 
have to continuously swap 
disks during gameplay. So, in 
fact, yon only swap disks 3-4 
limes through the entire 
movie (dej)cnding on how 
many times you want to watch 
the funeral scene). This was a 
good question Brian asked 
and I know a lot of people are 
coni’used by it. 

Chris Sclioenfeld 

Next' Hampshire 


Not anymore. Thanks far the fal- 
loxo-up. 



NOTAWAVE- 

PI1XE.E 

'Fhis is about the 5th Wave 
cartoon in the Januaiy, 1995 
issue. The Commodore 64 was 
the best game machine of the 
1980s and more versatile than 
any clone machine ever in- 
vented. 1, like many others, 
switched reluctantly to a clone 
as software became less and 
less available for the 64. 

Anyone who remembers the 
horrors of the clones before 
[he 286 will agree. The days of 
carefree computing are gone. 
Now, I spend most of my time 
worrying about viruses, com- 
patibility, and buying hard- 
ware at a fast enough rate to 
keep up with the games. 

If you really want to diy your 
hat, just remove the fan from 
your 486 and start cooking. 

Nick Bassett 
Vienna, Austria 


Or maybe an original Pentium? 
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the Power behind the 
Power couLd be you! 


In the next energy starved 
millenmum, you will 
command one of four 
empire building, power 
grabbing megacorps. 

These cutthroat behemoths 
will stop at nothing to 
control mankind's vital 
energy supplies. 

Explore, build, expand, and 
plot your way to global 
energy dominance. 

Only one can triumph 
as the undisputed 

PowerHouse. 

And the others..,? 

Check out the recycling bin. 
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THE! LATEST NEWS FROM THE OAMINO WORLD 


Horror Plot, Puzzles And Pyroteclinics 
Lead The Way On Sierra’s ‘95 Roster 




a result, made a major modifi- 
cation. She changed the move- 
ment screen for the on-screen 
characters to take advantage 
of the cinematic fast-cut. Tlie 
result, they hope, will be 
movie-quality production val- 


ues with quality game play. 

Pi !AN'iv\SMAGORIA is a hoiror 
stoiy revolving around the evil 
house concept. A happy, lov- 
ing couple move into their 
dream home, an eccentric 
mansion built by a famous 
stage magician. In a matter of 
days, with each day equal to a 
“cha|Her,” tile evil within the 
house begins its work. Amidst 
hallucinations, hauntings and 
a hideous transformation of 
her husband from loving to 


lethal, the player-as-wife must 
solve the house’s inysteiy and 
save her own life. 

David Holm {Street Soldiers) 
plays the husband and is 
building up quite a portfolio 
as an inter-actor. He also 
played Sam 
Jenkins in 
Electronic 
Arts' Noc- 
i RoroLis. He 
feels that lie’s 
done some of 
his best woi'k 
ever in Phan- 
TASMAtiORlA. 

“I get to really 
act ‘big’ in 
some places, 
going all the way from All- 
American husband to crazed 
maniac.” Victoiia Morsel 
{Random Factor, early appear- 
ances on the Martin television 
series) plays the wife and feels 
like acting in a game is the 
toughest of all. “I just finished 
a film up in Canada, and it 
was much easier than this.” 

Since Williams has made 
some design changes in the 
game to make bettei' use of 
the digitized film footage and 


VICTORY, VICTORIA Victoria Morsel, Phantasmagdrih’s leading 
lady, says that acting in a computer game is a stretch for 
her. We see why. The authentic opera house at right will 
provide one of the backgrounds in Gabriel Knight II: A Beast 
Within. Digitized photos enhanced by traditional computer 
artists provide an extra lustre. 


Don’t ever let Roberta Williams 
hear you call PllAN lASMACORlA 
an “interactive movie.” She will 
smile a half-smile, breathe out 
a barely audible sigh, and insist 
that, “It’s a game. It has plot 
and puzzles, just like my other 
games. It just uses movie-style 
graphics.” Indeed, Williams is 
determined not to be seduced 
by the film qualities of the pro- 
ject, having brought in veteran 
action director Peter Maris 
{Viper, Diplomatic Immunity) to 
handle the on-set direction and 
leave her to concentrate on the 
game. Such collaboi'ation 
seems certain to bring out- 
standing results, since the use 
of camera angles, lighting and 
special effects in rough footage 
appear more sophisticated 
than we've seen in othei' so- 
called “interactive movie” 
products. 


'fhere is no doubt that a 
synergy has developed be- 
tween Williams and Maris. 
Maris has added to the game 
experience by adding new 
camera angles to the produc- 
tion. This induced Sierra’s S-D 
modelers to go back and ren- 
der dilfei'ent close-ups of the 
backgrounds of the earlier 
rooms. In turn, Williams re- 
cently looked at some of the 
film footage that has been in- 
tegi'ated into the game and, as 


20 COMPUTER GAMING WORLD • APRIL 1995 



improve the game's pacing, 
any estimated sliip date for 
PllAN’I'ASMAt.OltlA wolild be 
j)remature. Sul'fice it to say 
that the game is getting better 
every day and that it will be 
better in both game and 
movie quality as a restilt. 

Ollier work occurring at 
Sierra includes tlieir Fall re- 
lease ol'CiAitRii'a. KNitaif II: A 
Bhast Win iiN. Jane Jensen lias 
written a seven chapter screen- 
j)lay in wiiicli the action and 
ptiz/.le-solving sliilts between 
Ciabriel and his loveh’ assistant, 
Grace, 'riic action takes place 
in a photo-realistic Germany 
rather than a painted world. In 
tlie stoiy, appropriately under- 
scored by thematic segments 
ol' Wagner’s Taniihatiser, 
Gabriel ftnds himseH'toru be- 
tween his liimily inheritance of 
lighting evil and his desire to 
be .sedttced by it (mtich like the 
spiritttal versus sensual inter- 
play in tlie Wagnerian opera). 
An intrigi.iing undeipinning of 
Ivcanihrojiv adds extra spin, 
Just as I'oodoo ritual enlit-ened 
the original. 

i’oi.ict; Qt'i:,sr: S.W.A.T. is 
another setjiiel in the works, 
'raimii)’ Dargan is continuing 
to work wiili former LAPD 
('.hief Darryl Gates on this 
project. 'I'he gttme sports 
photo-realistic, high-resolu- 
tion graphics, but the big 
news is that the game design 
is mission-based, not proce- 
dural. (iamers u'ill have the 
feeling of moving through a 
career rather than foctising 
on one particuhir case, as in 
Poi.tct: QL't;.st': ()ft:N Sl-\.son. 
The game will feature Ibttr 
separate scenario environ- 
ments with fotir different 
events to take place in each 


PLAVlNa LATELY? 

Hero are the games tliat yotir fellow players are 
blowing the most time with. Let tis know which game 
you’ve been playing the most by writing the name ol' 
your current addiction in the “Playing Lately?” blank 
of the CGPF Top JOG ballot (page 145). 


Readers' 

TOPIP 


Results for CGW U127, February 1995 



“When I started 
playing Doom, I had 
to buy a Pentium 90. 

Now that I have US 
N.w FIGI11ER.S, I may 
be in die market for a 
used F-l4orF/A-18.” 

I’aul Wliirelock, Denver CO 

“I am taking a sabbatical from Darth Vadci’’s 
fleet to save humanity (and Angel) from the Kil- 
rathi. Need I say more?" 

Dr. Milton Ong, Chicago, IL 

“I’ANZEk Gknerai. is the wargarne I’ve been 
looking for. I don’t want to worry about how 
many rounds eacli grunt has in liis clip. I want to 
have FUN!” 

Kenneth Fiesicr, Crofton, MD 


“TIE Fighter may 
be the most en- 
thralling, spectacular, 
explosive game I've 
ever played, Here's to 
LucasArts for consis- 
tently producing high-quality entertainment 
software. If eveiy software compaii)' operated as 
they do, ive could fmall)' trash our 'IV sets.” 

Toni Polseno, Sutton MA 

'fhey’ve made games since Doom II?! 

Chris Paul, Eureka, CIA. 

Tliere was a time when Origin seemed to be 
losing its grip on the market, liui with WiNC. 
CoMMAiNDER 5, they've come full circle. I wonder 
where Origin will take us next? 

John Bateman, Jacksonville, IT. 


Notable Quotes 

Wit, wisdom and caustic quips 
from gaming's harshest critics 


environment plus I'om- dilfei'- 
eiu character perspectives in 
ivhich to play them. So I'ai', 
PQ: S.W.A.T. looks like ii 
could be the most iiilei'esling 
of all the PQ scries. 


'fhe latest Space Qlest 
liroduct is also well undenvay. 
Tlie ai'twork depicting the 
aliens invading the galaxy is 
wilder than ever, but janitor- 
hero Roger Wilco is still ilie 


centerpiece of (he wacky se- 
ries. 'fhe formula for I'tin is 
still there with weird arcade 
games, Caich-22 situations 
and insane dialogtie adding 
to the mix. 
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Return To Krondor 

Raymond E, Feist Finds A New Home For The Riftwar Saga 



BI' TKayal of Krondor was 
the classic “snowball” game: 
the longer it was out, the 
more popular it became. Set 
in the colorful world of Ray- 
mond E. Feist’s Riflioar Saga 
and boasting a unique and re- 
freshing style of gameplay, 
Rk'I'Rayai, A'l' Krondor en- 
deared itself to adventure and 
role-playing gamers alike. 

’file game was designed by 
Dynamix, with Feisl acting as 
a very active contributor. 
Feist’s input was a constant 
throughout the design, ensur- 


Owiiers of low-end 486 ma- 
chines probably know the 
frustrations of tiying to run 
processor-intensive games 
with their once robust bur now 
under-powered machines. If 
you've got a need for Pen- 
tium-class speed, Intel may 
have the solu- 
tion. I'heir new 
Pkntium Over- 
Dri\'k Pr(x;I'.s,sor 
will convert a 
486SX-25, -DX- 
26, and -DX/2- 
50 into 
Pentium for less 
tium .liiSOO. 

II' you’ve got an Intel Over- 
Dri vic-compatible 25MHz 
mo(heri)oard. the Pe.ntium 
OverDrive Processor will 
run at two and a half times 
the clock speed of your exist- 
ing machine, or 63MHz. For 


ing that the game stayed true 
to his fictional universe. “I 
wanted to make sure that any- 
thing that had my name on it 
was of excellent tjuality,” Feist 
stated in a recent inteiv'ie\v. 

4'here's no doubt in any- 
one’s mind that the collabora- 
tion was a success. The only 
question on the mind of 
gamers since then has been; 
“Where’s the .seciiiel?” 

Feisl recently confirmed 
that production lias begun on 
the next Krondor computer 
game, entitled Re'ix'RN' ‘ro 


33MHz motherboard users, 
Intel plans to release an 
83MHz version by the middle 
of this year. 

PC Wdfik Uibs evaluated the 
63MHz version (|anuary 23rd 
issue) and found the most im- 
provement when tipgrading 
from a slower 
processor. 'Iliere 
is some improt e- 
ment if you’re us- 
ing a faster 
processor like an 
Intel DX4, but it 
won’t be as dra- 
matic. A “cool” 
feature of the 
Pentium OvERDRivi'; unit is its 
built-in cooling liin. 

The 25MM/. version of the 
Pen'I'IUM ()\’ERDRn'E is priced 
at S449. For more informa- 
tion, contact Intel at (800) 
583-3373. 


Krondor and scheduled to be 
released sometime in 1 996 by 
7th Level. Why 7th Level and 
not Dynamix? According to 
Feist, the initial sales of the 
original game were not as 
strong as Dynamix wotild have 
liked, and they decided that a 
sequel, which Feist “really 
wanted to do,” was not worth 
the investment. Fortunately 
for all parties, unit sales did 
pick up thanks to word of 
mouth and the relea.se on CD- 
ROM. At that point, Dynamix 
reconsidered their secjuel 
plans, but it was too late — 
Feisl was already looking for a 
new publisher. 

RiriVRN To Krondor’s plot 
will focus on a Krondor in 
which e\’il deeds are brewing, 
including a gruesome murder 
at the beginning of the game. 
As players attempt to solve the 
mystery, they will run into a 
slew (jf other problems, in- 
cluding a potential Holy War 
in which they will play an inte- 
gral role in solving. In addi- 
tion to the original liiVi'RA'i’Al. 
cast of characters (including 
Prince Arutha, who will pla)’ a 
more prominent role), a new 


jilayer character will be intro- 
duced, from whose perspec- 
tive the game will be plaved. 

^Vhile the folks at 7th Le\'el 
are still making design deci- 
sions — -like whether or not to 
use full-motion \’ideo — both 
parties agree that the game 
should keep the general I'eel 
of the original. Since Dynamix 
owns the code for the original, 
and since the new game will 
most likely be programmed 
for Windows, 7th Level will 
have to start develo|Dment 
from scratch. 

“First we want to ecjiial ihe 
Dynamix product,” Feisl stal- 
ed, “and then we tvill improve 
upon it.” Feist’s role will re- 
main as it ^vas with D\ namix: 
he'll be consulted by the dc\el- 
opment team on a regukir ba- 
sis to ensure that the new game 
will have the proper “look and 
feel.” Wliile the graphics, the 
music, and the character im- 
ages will all be im|3roved upon. 
Feist’s thrust is content, con- 
tent, content. “We’re shooting 
for an even better storyline 
than Betr-ayai. .vr Krondor, 
with an even richer en\’iron- 
meni than befbi e.” 


Intel Offers 486s 
Pentium Performance 

Overdrive Chips Kick 486s Into High Gear 
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Papyrus introduces / vqS|^gS|fig^|| 

power rn pn stm that can blast you past NASCAR RACING. A simulation so 
200 MPH in a couple of heartbeats. Or put you [-qqi^ you’ll think you need a roll cage. 
against the wall in a careless instant. 

The officially licensed NASCAR simulation. You’ll race on 9 different NASCAR-sanctioned tracks. Drive the world's hottest stock 
cars— against top NASCAR drivers. They may blow you off the track at first. But practice, practice, practice. You’ll start moving up. 




"Knoci(<^own gorgeous” 
on CD‘ROM» That's what 80. 
Gamer said about our crisp, dear 
Sl/G/1 graphics. (Sept. ’94) Looks 
so real you can almost smell 
burning rubber. 


The real look. Papyrus' exclu- 
sive 3-D Super Texture'" technology 
gives you TV-like realism — on 
everything from cars to terrain to 
track-side billboards. Even the paint 
jobs and decals are authentic — 
plus, you can custom-paint your 
car your way. 


Available in stores In November - just in time for Christmas! 

Visit your local retailer. Or call 1-800-836-1829 


System Requirements: 

Disk k'ersfon!** 

366 33MHz frr oreater. 4MB aV>l. MS-DOS 
S.0 w lalar. VGA. hard drive v^ith 15MB (tee. 
" Most m»lor sound cards suppo/tsd 


From Ihe perfectionists who brought you IndyCar* facing. 
Papyrus’ "phenomenal" IndvCar Racing has won almost every 
major award in the business. Guess what will win (hjs. year. 


IBM K sctems jiHiwn. AduaJ screens may vary. NASCAR ts a ttqisteredlr 
Racjng. Inc. NASCAR Racing is oftieially kensed By NASCAR. Papyrus is a t 


18061 Fitch Avenue 
Irvine, CA 92714 


HOW DOES IT FEEL TO DRIVE 




‘ For a free demo disk: 

Call 1>60^a36-1802 ($5.95 for shipping 
and handling). Or. download a demo 
from Papyrus' BBS (617-576-7472), j 
from CompuServe (GO PAPYRUS), i 
or from Internet (ftp.std.com). M 




: 



nWJTTE^WTfJTWi iTm 


1 f ■ w i -f r J luy-miEi hJU 







SLIPSTREAM 5000 


HOVERING FOR THE TITLE Not only do speedracers have to 
worry about smashing into natural and man-made obstacles 
like the Pyramids and the Grand Canyon, but they also have to 
watch out for the rocket in the tail pipe trick. 


nally he the sci-fi racing com- 
bat sim we’ve been wailing 
for? Could Gremlin actually 
gailier the ingi'edients of suc- 
cess: a fairly realistic arcade- 
style driving model, a true 
three dimensional environ- 
menl, and a high-powered 
slug-fest? Many have tried and 


ternational 
sellings from Colorado to 
Egypt to the 
Amazon. The 
amount of 
j)i'ize money 
you tvin in 
each race will 
determine 

well 

you’ll be able 
to I'ix your 
ship, and 
whether or 
not you can 
purcliase the 
Seeker missile 
that your ene- 
mies have 
been dying for. Each of the 
races lakes place in an entirely 
dilVereiii atmosphere; race in 
Colorado and you’ll be twist- 
ing and lurning along the 
Snake River canyon; race in 
the Amazon and you’ll have 
vines slapping your wind- 
screen. 


As we revved the engine of our 
fuiiu'islic hovercraft racer in 
Gremlin’s latest combat dri- 
ving action game, goose 
bumjTs I'an down our necks. 
VVonId this fl- 


ed. 'I'he sioiy we’ve all heard 
before: set in the not-so-dis- 
lanl fulure, you are placed in 
the role of rookie driver on 
the top international circuit. 

'I'he gameplay, 
however, de- 
parts signifi- 
cantly. The 
meat is the 
champion- 
ship circuit, 
where you 
1 ‘ace in 
nine dif- 
ferent in- 


failed, but from what we have 
seen so far, it looks like Sl.ll’- 
.S'lRK.VM 5000 might actually 
have a good shot at accom- 
plishing what it sets out to. 

The beta we tested lacked 
intelligent drivers and multi- 
ple weapons ibat worked, yet 
it still kejM several of us rivet- 


\Ve were amazed at the tex- 
ture-mapped jTolygnn graph- 
ics and how fast they zipped 
around — the simulation of 
motion is excellent. As we 
were driving, we found our- 
selves twisting and ducking in 
our seats, an excellent sign for 
a llrst-j)erson action game. 




Our only real wish, a feature 
which the designers are plan- 
ning on adding, is that there 
be little bonus “goodies” scat- 
tered around the tracks like 
weapon power-ups and turbo 
booster strips that would give 
our ships some instant acceler- 
ation. Even modem and net- 
work play will be included. 
There’s only one potential 
drawback, race fans: a Pen- 
tium will be -mjiiired to keep 
this warrior on the road. 


JAGGED ALLIANCE 


What would haj)pen if you 
took MicroProse’s X-COM, 
sucked out the aliens, injected 
more “personali- 
ty” and role-play- 
ing elements, 
and then threw 
the thing onto 
a jungle is- 
land? You'd 
probably get 
something 
resembling 
Sir-Tech’s 
long- 
awaited 

game of tactical man- 
to-man combat, J.Aticr.n At. 
LL\xc:t;. 

The island is 
Metavira, home 
of a rare tree 
whose sap is a key 
component of a 
life-saving drug, 
jack and Brenda 
Richards, a fa- 
ther-daughter 
medical research 
team, have been 
haiwesting ibe sap 


enlist gets greed)’, hires an 
army of thugs, lakes over the 
island, and starts hoarding the 
sap, the Richards’ and the ill 
of the world find themselves in 
a fix. 

Tlie fix to this fix is you, 
dear gamer, who nuisi hire a 
team of mercenaries and wipe 
the island clean of this trash. 
You’ll lead squads of eight 
mercenaries in a sector-by-.sec- 
tor, small-arms war to retake 
the island. As if thai wasn’t a 
big enough job, you also have 
to hind the opei'aiion by lead- 
ing the sap gathering and pro- 
cessing operation. You must 
hire workers to lap the sap and 
guards to protect the workers, 
and tlteii convert the healthy 
medicinal .substance into 
deadi)' arms 


SAP. CRACKLE, POP Tree hugging takes on a whole new 
meaning in Jagged Auiance, where successful squad level 
for the good ol tactics are needed to overcome a hostile rabble and save 
humankind. But an island of precious life-saving sap. 


when a i'ellow sci- 
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SHORT TAKES ON GAMES UNDERGOING BETA TESTING AND SOON TO BE RELEASED 



In Divide By Zero's adven- 
ture game IwocKN"!' Until 


TAINTED TONGUES Sarcastic wit and sexual innuendo 
create a Spaceballs-like atmosphere in Guilty by 
Psygnosis. 


captured, 
and his inno- 
cence is replaced 
by GuiL'fV, the 
continuing ad- 
ventures ol' an 
intergalactic 
rogue. 

Claiming 
J ack’s collar is 
Vsanne An- 
di'opath, a cocky Federation 
Police Officer who takes no 
small pride in the capture. 
'I'he story and ilie dialogue 
really open tip, however, 
once Jack discovers that 
Ysaiine is female. Sexually- 
charged comments fiy in all 
directions, and the game sud- 
denly splits into two I'rag- 
inents. Players may either 
take the role ol' Jack, as they 
did in the first game, or they 
may choose Ysanne’s shoes. 
There is no switching be- 
tween characters once the 
game begins. Each one has 
his or her own j)roblems to 
deal with, and is often at 
odds with the otlter. While 


itself, jack and Ysanne must 
recover lost fuel for iheir 
s]jaceship while investigaiing 
a mysteriously silent planet 
the)’ find in the process. Jack 
begins by simply searching for 
fuel, while Ysanne lakes on 
the job of explorer. In this 
way. Guilty presents two dif- 
lerent adventures related by a 
common sloiy. 

AVhile the original game’s 
uni(]ue interface has been 
largely left untouched, Divide 
by Zei'o has promised that 
GuM.'h', wltich will be released 
by Psygnosis, will include voic- 
es on the GD-ROiM to supple- 
ment the alreadv- present 
word-balloons. 


lor \’Our meres. 

The tactical combat system 
is sophisticated, improving on 
X-COM’s combat in many 
ways, ^\^lile the action isn’t as 
u|)-close-and-personal as in X- 
COM, J.tf.c'.Kn .Alli.ancic has 
more personality. Your meres 
are well-developed characters 
with unitjue histories, and they 
will communicate with 
you during a bat- 
tle, telling you via 
digitized speech 
when they’ve sight- 
ed an enemy or 
when they've run out 
of .45 ammo, d'he 
combat is jdiased (not 
"real time”) with hid- 
den enemy movement 
that will pause for “op- 
portunity lii'c.” It’s very 
well executed, the only 
possible drawback being that 
line-ol'-sighi is not readily tip- 
parent, so it’s difficult to tell 
when an enemy can be hit or 
when your men are safely be- 
hind cover. 

.As in X-COM. your meres 
will be able to lob grenades, 
crouch into the brush, and 
lire a huge arsenal of 
weajjonry, but jA(iC.t:D Al- 
I.IANCK ofi'ers even more pos- 
sibilities. like tossing stones 
to distract enemy guards, 
swimming across rivers, set- 
ting and diffusing explosives, 
using tools to repair broken 
machinery, picking locks, 
and much more, 

Jaggel) At.i.iANCE appears to 
be a deep, sophisticated game 
that ivill keep tactical combat 
fans, and maybe even role- 
players, locked, cocked and 
ready to rock. 


Caught, anti-hero Jack T. 
Ladd spent much of his time 
evading death and taxes. In 
the opening seconds of that 
game’s sequel. Jack suddenly 
finds himself confronted by a 
large and veiy serious space- 
ship which leaves little doubt 
as to its intentions. Thus, 

Jack is 


the two jnirticipate in the 
same story, each is ])resenled 
with an entirely different set 
ol' puzzles so that playing the 
adventure through twice will 
clearly be a worthwhile exjre- 
rience. 

Much of the bickering be- 
tween the two clearly 
points to a love/hale re- 
lationship, and one can 
only speculate as to 
how long it will take 
before the two recog- 
nize their attraction 
for each other. 

Hou'ever, while 
we wait for the rela- 
tionship to resolve 



[ iSIIMAUHnELUSEOtTESSllStDONTHEUTESr 
> INfSXMiriOlirROM SUE DEVELOPERS 


I INfSRMiriOlirROM SUE DEVELOPERS 
f NUEafUULCOMPUT RELEASE OITE' 

I ABSOLUTE ZERO Domark 5/95 | 

! ACES OF THE DEEP 2 Sierra ...11/95 i 

; AIRSHIP Mindscape 6/95 ! 

: ALLIED GENERAL SSI Q4/95 ; 

‘ AWFUL GREEN THINGS QQP .,,.7/95 j 

' BAHLES IN TIME QQP 7/95 | 

BEYOND SQUAD LEADER AH , , ,Q2/95 | 


CELEBRITY POKER New World ..4/95 j 
f CHESSMASTER 5DDD Mindscape 9/95 1 
} COMMAND & CONQUER Virgin ,.4/95-.! 


[ DAGGERFALL Bethesda 6/95 j 

’ EARTHSIEGE 2 Sierra 11/95 i 

I EMPIRE II New Worid 7/95 , 

! FRANKENSTEIN Interplay Q2/95 .j 

I FULLTHBOmELucasArts 4/95 ! 

; GUILTY Psygnosis 4/95 ( 

I HARVESTER Merit 5/95 ; 

I HEROES MIGHT & MAGIC ! 

1 New World 4/95 , 

• JAGGED ALLIANCE Sir Tech 4/95 i 

' LANDS OF LORE 2 Virgin Q2/95 ; 

i LORDS OF MIDNIGHT Domark... 4/95 j 

i LOST ADMIRAL 2 QQP 4/95 i 

I MAGIC; THE GATHERING | 

; MicroProse Q2/95 ; 

I MARCO POLO l-Motion Q2/95 ! 

i MECHLORDS New World 7/95 ; 

! NETWORK CIVILIZATION I 

; MicroProse 5/95 ! 

I NBA LIVE EA 5/95 ;■ 

; NEW HORIZONS Koei 6/95 -I 

PERFECT GENERAL 2 QQP 4/95 : 

: PHANTASMAGORIA Sierra Q2/95 j 

I POWERHOUSE Impressions .,,.4/95 ; 
: PRO LEAGUE BASEBALL '95 ’ 

MicroSports 5/95 i 

[.SILENT HUNTER SSI Q2/95 j 

[■ SLIPSTREAM 5000 Gremlin ....4/95 ! 

i STAR NET Mindscape 4/95 ' 

: STAR TREK: TNG Spectrum 4/95 j 

1 STONEKEEP Interplay Q2/95 i 

; TANK COMMANDER Domark ....4/95 j 

; THE PURE WARGAME QQP 4/95 1 

I THIRD REICH Avalon Hill 6/95 ' 

! THUNDERSCAPESSI 5/95 : 

I TOP GUN Spectrum HoloByte ...7/95 ' 
j X-COM; TERROR FROM THE DEEP 

MicroProse 4/95 : 

! WETLANDS New World 5/95 i 
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Dowiiloa,d From The Rich, 
Upload To The Poor 

CGW Visits The Set Of interplay's CyberHood 


As more and more conijnit- 
er game maniil'aciiirei'S 
choose to go die I'oute ol' dig- 
itized video with live actors, 
the editors at CY»IK (iiid 
themselves inx’ited to more 
and more “Molivwood" movie 
shoots. At Interjolay’s slioot 
(or tiieir iijocomiiig C;\'iu:r- 
lloOD game, we were able to 
sit down with Martin Olson, 
one of the game’s iTrimary 
script writers. His comedic 
writing and producing credits 
have included Roseanne, seg- 
ments on the 'raniglil Slioxi' 
Starring Johnny Carson, and 
several cable specials. Olson 


calls Civatadloon a “.satirical 
take on the cultural phenom- 
enon of c\ herspace’' l)ecatise 
he feels that he and Michael 
Conti. I 111' jtrodticer whom 
Olson refers to as the “David 
Lynch o( conij)titer gaming,” 
were able to dream u]3 a vir- 
ttial world unlike anyliiing yet 
seen on a computer screen. 

CvhkrI loon’s stoiy, loosely 
based on the Robin Hood 
legend, traces a son’s rebel- 
lions ()iiest for his father, tvho 
rtms a huge \ irtual reality en- 
vironment called The Vortex, 
a place where anything and 
everything goes. Having seen 



Jfyoxi’ve ever played the unlike- 
ly hero in Eric the Unready, you'll 
have an aplm’ciatkm for designer 
Bob Bales’ blend of legend, spoof 
and bad late-night TV. Bates abo 
designed Sherlock Holmes: Riddle 
of the Crown Jewels (I9S8) and 
Arthur: The ^mt for Excalibnr 
(1989) for Infocovi and Time 
Qiiest (Legend, 199]), and he’s 
been involved in irvety major Ug- 
end concoction since he founded 
the company. We thought we’d 
risk gelling a slraighl answer out 
of him when we ashed: if gamers 
had unlimited processing poxocr 
and you had an unlimited budget, 
what kind of a game would you 
design? 

First, encase the player in a 
lull body suit. Hook up input 
devices to simulate visual, aur- 
al, gusiatoty, olfactoiy and tac- 
tile sensations. Next, induce 
amnesia and implant memo- 
ries of a manufactured past. 


Finally, immerse the player in 
a geography populated by 
other similarly equipped play- 
ers. Once all this is in place, 
go away lor a while, and then 
return later to see if they have 
invented religion. 

After he had given us the type of 
nnstver we’ve grown, lo expect, he 
offered a more serioxes answer. 


First of all, I don’t think the 






Idotage of a myi'iad 
o( bikini-clad women 
massaging a man who 
appeared to be having 
intimate relations with 
a duck, we found our- 
selves vei’)’ much in- 
clined to believe Olson’s 
pledge to provide some- 
thing really dillerent. 

We went on to ask Ol- 
son about the difterences 
between scripting for 'W and 
for conij)uier game scripts. 
He said that the main difli- 
culty in scripting games was 
worrying about a web of plots 
and subjilots that might hap- 

basics would change: I'd start 
with a compelling stoiy about 
interesting people who live in 
an exciting environment. 'J’he 
player would be the hero ol the 
stoiy, and the outcome would 
depend on his or her actions. 

The tilings that would 
change vs'oulcl be the way in 
which the characters and envi- 
ronment were presented, and 
the way in which the jilayer in- 
teracted with tliem. The geog- 
raphy would be a visually 
CTinvincing reality, d'lie char- 
acters would be holographical- 
ly filmed actors projected into 
the virtual environment so the 
player sees them come and go 
as if they were l eal. I 'he player 
would be able to move across 
iliis geography, manipulate 
items within it, and conmiimi- 
cate with the NPCs using voice 
recognition and liie world’s 
first completely accurate nat- 
ural language parser. 

Hie result would he a game 
so fuiniliiig that tlie player 
wouldn’t want to return to 
real life. 


pen. “In a 
'W show or special, there is a 
fluid, lineal' coiuimiili' of the 
plot I'roin one jioint to the 
next. For CL'iuirIIood, al- 
though tlicre is a specilic be- 
ginning and a specific 
ending, the middle lias con- 
siderably more hulk, whicli 
meant that tliere is lot of si- 
imiliaiieous plot develop- 
ment in there." While Olson 
linds this ajipealing from the 
creative end. he went on to 
say that tilings can got a bit 
IVusiraling in dial, much like 
a conventional storyline, 
there is a limit on what will fit 
and wlial won't. Olson expe- 
rienced this iirst hand; his 
initial scrijM of 50(1+ pages 
liad to be condensed to 
around 200. “hut tliat isn’t a 
great departure from the 
norm,” he stated. 

W'hile OVRKRttOOl) is similar 
to most “live-action” games in 
tliat it will use a cast of televi- 
sion perl'ormcrs (Brian Ciaskill 
ni' Models Inc. is die star) and 
second-tier actors and actress- 
es, this game does appeal's lo 
dejiari from the iioriii. Its 
Txi'in Teaks style and wit, and 
its rather surreal symbolism 
became dear when we saw a 
shot <jf a rather short man 
massaging a blow iiji doll. 

CvBRRiHKH) is Scheduled lo 
be released in time I'or the ‘95 
holidays. 
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Their Shareware CD 


Oor CDs are the mos 

friendly around. 

Gold Medallion s 

exclusive menu system 
makes things so easy 
for you •• 


press Enter 10 msloll! 

sstoollprogromswliion'"" 3 
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The Inside Flap 

PC Pilot Offers Ground Schooling To Rookie Flyers 


No, ihis isn't a guide to fly- 
ing without ofTending any- 
body. PC Pilot actually does 
live up to its name as a com- 
plete guide to flight sims on 
the PC, current up to about six 
months ago. The guide is basi- 
cally for beginners, but it does 
contain useful information for 
gamers who have a couple of 
sims under their belts and are 
thinking of getting down to 
some serious silicon flying. 

Author Steve Smith opens 
with a couple of useful chap- 
ters on hardware definitions 
and considerations for new- 


comers, as well as oiTei’ing 
some suggestions on what 
kind of eciuipment might best 
meet your flight sini commit- 
ment. The rest of the book 
covers all of the most jjopiilar 
(lighi sims available, I'eviewing 
one or two per chapter and 
then returning to some of the 
old-time classics in one 
oven'iew chapter. Smith adds 
enough historical anecdotes 
on the aircraft being simmed 
to keep things I'rom getting 
boring, and his own critiques 
of the sims are pretty solid. 

All in all, if you are Just get- 


ting into (light sims 
or are wondering if 
you should begin, 
then this relati\’el)' 
inexpensive volume 
could make yotir life 
both easiei' and 
more enjoyable. 

PC Pilot: The Com- 
plete Cuide to Comput- 
er Aviation li\ Steve 
Smith; Published by 
A]VN; 170 pgs. 
$10.00 




CGW Articles Have New On-Line Index; 
Interview With X-COM Designer On Web 


An index of articles appear- 
ing in Computer Gaming 
World in 1 99.5 is now available 
on ZiffNet. The file contains 
an index of features, reviews, 
previews, and other articles 
appearing in January and 
Februaiy issues of CGW. llie 
ASCII file is downloadable so 
that you can use your word 
processor’s search llinction to 
find references to games. 
Note tliat there may be moi e 
than one entiy per name. 

llie index can be found in 
Libraiy 1, General Files of the 
CGW Forum on ZiilNet. GO 
GAMEWORTD, navigate to 
the libraries and search for 
the file name 

•‘CGV\^95.'l'Xr.” 

Here is an example of what 
you will see in the on-line In- 


dex, with asterisks represent- 
ing rating stars; 

501 fleet (Feb 95, pfl. 168)*“* 

Armored Fist (Jan 95, pg. 194) *** 

Dawn Patrol (Jan 95, pg. 202) ***1/2 

If you haven’t seen the 
CGIT Internet Web site, you’ll 
find articles, reviews and vi- 
brant screen shots wailing for 
you there. This month tve also 
present a feature interview 
with Julian Gollop, co-design- 
er of X-COM. Contributing 
writer Jefl' James talks with 
Mr. Gollop about life, liberty 
and the pursuit of aliens in X- 
COM, X-COM: Terror From 
The Deep and, you heard it 
here first, X-COM 3. Clieck it 
out at “http://wwv.zill'.com/”. 


Wompin’ In A Winter 
Hinterland 

Pack A Fur-Lined Turban With 
Your Magic Carpet Expansion Disk 


Fans of Bullfrog’s M.-\gic 
C.Aiti’KT (published by Elec- 
tronic Arts) will have their 
turbans in a tangle 
to learn that an 
add-on disk with a 
new environment, 

25 new levels, and a 
new spell is current- 
ly in the works. En- 
titled Hidden 

WoRLiLS, ihis disk 
will replace the arid 
desert landscapes of 
the original game 
with a gorgeously- 
rendered landscape 
of snow ;uk 1 ice. Most of the 
monsters will remain the 
same, only touglier, but the 
castles and buildings in the 
game arc being redrawn in or- 
der to better lit ihe new arctic 
motif. The Hying opponents 


promise to be tougher this 
time around, too, so it’s a 
good thing carpeleers will 


have a brand new spell on 
their side: the Homing Mete- 
or. With a projected release 
dale of early April, gamers 
won’t have to ^^'ait too long to 
re-enter one of the more orig- 
inal games of the ])tist year. 





CARPETS IN THE COLD The heat of battle should 
warm you up to the frozen tundra in Magic Carpet: 
Midden Worlds. 
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truly great pinball game is more than great graphics and spectacular sounds, more than the latest 
arcade features like 3D ramps and three multi-ball play, more than fast ball movement and precise flip- 
per control, and it's more than being able to see the whole playfield at once so you can aim your shots. 

A great pinball game has that unique quality of playability and never- 
ending challenge that keeps you coming back for.../ust one more 
game and a shot at your new high scorel 

Washington Post- "Crystal Caliburn perfectly 
captures the essence of a great pinball machine." 

New York Times-"The realism is striking... 

(Crystal Caliburn] will be at the top of Silicon Santa's 
gift list this year." 

Inside Mac Carnes- "ARCADE CAME OF THE YEAR" 

Computer Came Review- "Crystal Caliburn sets a new 
standard. For realistic pinball on a computer, there's nothing 
like this game." 

Electronic Entertainment- "Crystal Caliburn is simply the 
best, most realistic, most challenging pinball simulation for 
the Macintosh yet." (Rating: 9 out of 10) 

CAME5 Magazine-"You'll forget you're playing on a 
two-dimensional computer screen... the realism is 
astonishing." 

MacUser-"Electronic pinball's Holy Grail." 

(Rating: 4 '/r out of 5) 


Crystal Caliburn 

from the creative genius of UttkWlng™, developer of THISTAN™ and light Ball Deluxe™ for Macintosh, 
Available from your favorite retailer or mail order catalog, Interactive DIMO on AOL^ and 


NOW AVAILABLE FOR WINDOWS! 


StarPlay Productions, Inc. • PO Box 21 7 • Greeley, Colorado 80632-021 7 • Tel 303.447.9562 • Fax 303.447,2739 
™ Crystal Caliburn and Tristan are trademarks of LiltleWing CO. LTD. Other trademarks are the property of their respective owners. 


SYSTEM mOlPlUlUrS: 


MACINTOSH: IS" or 
larger monitor, 2S6 
colors, and 4MB BAM. 

tVINDOm: S86 or faster 
processor, Windows 3.1, 
2S6 SVCA monitor, 

4MB BAM. Supports 
SoundBlaster^ and other 
Windows compatible 
sound cards. 







RENEGADE: 

THE BATTLE POR 
JACOB'S STAR 

Apparemly, SSI has gone all 
out with their initial entry 
into the crowded action/ad- 
venlure-in-space genre. Mar- 
velous high-rcsohirion, 3-1) 
graphics and a driving tech- 
no-club soundtrack 
provide 


Luscious SVGA cockpit views and a 
booming soundtrack give Renegade an 
unearthly sheen. 

some serious sizzle for this 
game. The storyline is basic, 
but the space combat is where 
Renegade really flexes its 
muscles. You’re the typical 
demoted jhloi sent to the far- 
away star of Jacob, which sud- 
denly becomes the key 
territoiy in the war versus the 
evil empire. You face the 
requisite bi'iefings with the 


standai'd gruff admii'al, but 
(he heart of the game is in 
space. 'I'here, the SVCiA 
graphics are gorgeous, and 
vetei'ans will feel I'iglu at 
home in the cockpii, blasting 
away at large, inci'edibly de- 
tailed ships that rival (hose in 
Wing Commander 111. 
Sometimes, though, the 
combat seems almost too 
smooth and too clean. 
That is, it doesn't feel 
rushed and gritty like 
space combat {or any 
conibat) should. Still, 
we loved the fact that 
you can pop in music 
CD-ROM’s while in 
space. We found 
blowing away enemy llghtei's 
at 1 ;()() in the morning to 
Pink Floyd’s Qnnfojidhly Niniib 
to he particularly liberating. 
IBM CD-ROM, $59.90. Circle 
Reader Sen'ice #1. 

SmrrEGic Simuutioxs Ixc.. 
Sunnyvale, C - I , (800) 2-15- 
'1525. 

STALINGRAD 

With the possible exceptitai of 
the Battle of Britain, no cam* 
ptiign was more decisive than 
the German drive on Stalin- 
grad. This medium-sized fac- 
tor)' town on the Volga River 


became 
a vortex 
for tlu 
Welirmaclil, as 
Paulus’ Sixth Ai-iny found it- 
self facing a seemingly endless 
stream ol' Russian reinforce- 
ments. Most games have tried 
to l()ctis either on the in-city 
fighting, oi- the strategic 
envelopment of the Axis 
forces involved in the 
camj)aign. In Si'ai. in- 
grad, Atomic and Aval- 
on Hill try to be ail 
things to all 
wargainers, as the 
game operates on 
three dilfereni scales. 
Operationally, each 
hexagon can represent ei- 
ther one or thi-ee kilometers, 
and gives a leel roughly equiv- 
alent to playing Operation 
Crusader. The tactical scale 
goes down to 400 meter.s/hex, 
which allows for more detailed 
firefighis in the Red Barri- 
cades Factory and Mamayev 
Kurgan, the Lillie Round 'lop 
of the F.astern Front. The 
packaging and graphic look 
are iy|)ically impressive 
AFI/Aiomic (are, but gamers 
will have to decide for them- 
selves whether the WoRt.t) At 
War system can make a suc- 


cessful tran- 
sition from the rela- 
tively low unit density of North 
Africa to the enormous 


It can be a long, cold winter for the 
trapped German Gth Army in Avalon 
Hill's Staungrad. 

manpotver expended on the 
Russian steppes. Mac- 
intosh/IBM C:D-R()M, .$59.95. 
Circle Reader Serv'ice #2. 

Avalon Mii.i. G.-imi: Comeany, 
Baltimore, MD, (800) 999- 
3222. 

BRETT HULL HOCKEY 

Using the same scrolling per- 
sjjective and rapid-lire action 



MORTAL KOMBAT II 

Sometimes it’s nice to simply 
stop thinking and kick the 
spit out of something. For 16- 
bit gamers, this is no prob- 
lem: blood, gore, and high 
flying drop-kicks go hand in 
hand with their systems. But 
PC gamers have been left out 
in the cold. Finally, with MOR- 
TAL Komuat II, it looks as if 
somebody’s gotten it right, 
namely Acclaim. This side- 
fighting game has the initial 


looks of a winner, 
combining authentic 
arcade style graph- 
ics and lightning 
fast gameplay. All 
12 fighter are in- 
cluded, and fans of 
the red stuff will 
be haj)py to know 
that the secret, 
yet destructive Fatalities, Ba- 
balities, and Friendship 
moves all appear to be here, 
as do the secret characters. 


Mortal Kombat li finally does justice to 
arcade-style fighting games on the PC. 


Make sure you have a four- 
button gamepad, however, 
or you’re bound to be frus- 
trated. Acclaim is particularly 
proud of the sound eU'ects in 
MK II, which are at least as 
good as the arcade machine, 
if not better. Is it too late to 
ask for modem/nelwork play? 
IBM, S59.95. Circle Reader 
Seiwice #4. 

A COM iM Enter tainment, 
Oyster Bay, NY, (516) 624- 
8888 . 





as Elec- 
tronic Art’s NHI.i’A ‘95, Ac- 
colade’s BRi-rrr Hui.i. Hockey 
just miglu be a conieiider (or 
the digitized Stanley Cup. 
The players are big and well- 
rendered, and 
their last, Oiiid 
motions on our 
33 MHz 486 
means tiiat nearly 
everyone will be 
able to enjoy the 
action. Further- 
more, .\\ Michael’s 
play-by-play seems 
particularly smooth 
and well suited to the on-ice 
action. Our initial impression 
is that offensively-minded 
players will love this game, 
but those looking for more 
realistic NHL action jua^bably 
^\’on't. In 0111 ' first few games, 
10-8 scores were the norm, 
and there were usually more 


shots on 
goal than even the 
Los .Angeles Kings goalies 
lace. We are a little con- 
cerned with the difficulty in 
setting up offensive plays, 
and the passing does seem to 
be a Int less precise, albeit 
more realistic. But all things 


Al Michaels’ play-by-play spices the ac- 
tion as you face off in Breh Hull Hockey. 


considered, this appears to 
be a worthy cliallenger to ihe 
I'eigning champ. Is Brk'I'I' 
Hi ll Hockey better than 
NHLPA ‘95? Stay tuned to 
next month’s in-depth sports 


to find out. IBM 
15. Circle Reader 
Sendee #3. 

Accoladi-:, San Josk, CA, 
(408)985-1700. 

DIZONB 

A little more 
than simple 
shovelware and a 
little less than a 
coherent product 
is the best way to 
describe this com- 
prehensive 
Doom/Doom II utili- 
ty-packed CD-ROM. 
Presenting 900 new levels 
and a cornucopia of editing 
utilities for the sound elfects, 
music, graphics and PWAD 
files of our favorite first-per- 
son bloodiest, this Wizard- 
Works j)roduct appears to 
have it all, including one of 
the best multiplayer shells 
we’ve ever seen. DIZone al- 
lows you to not only tinker 
with the settings of each 
game, but to also store mo- 
dem opponents from all over 
the counti'v in a single dial- 
ing director)'. Power and di- 
versity of the utilities aside, 
however, we did wish that 


there was better documenta- 
tion and a more coherent or- 
ganization to DIZone. For 
example, it’s difficult to fig- 
ure out which 


If your DooM-lust is wandering, try giving 
It a 9D{l-level charge with DIZone. 


utility does what without ac- 
tually browsing the documen- 
tation of each program: a 
simple interface and a solid 
table o( contents could have 
solved this problem. But still, 
at S29.95, the price is right, 
and if you’re looking to add 
value to your Doom experi- 
ence, you’d be a demon’s un- 
cle to ignore this disc. IBM 
CD-ROM, S29.95. Circle 
Reader Sendee #5. 

Wr/.-uw Works, Minnewous, 
MN, (612) 559-5301. 



D-DAY: OPERATION 
OVERLORD 

Sometimes, you want a long, 
immersive entertainment ex- 
perience like Gone until the 
Wind. Other times, you just 
want to plop in front of the 
tube and watch Gilligan’s 
Island. D-Day: Oreratton 
OvERLORn, in flight simulation 
terms, is more akin to the lat- 
ter. llie light flight sini action 
takes place during the first few 
hours before the troops hit tlie 
beaches of Normandy, with 


Ihe success of the invasion op- 
eration riding on your 
shoulders. The simu- 
lation sports S’VGA 
graphics and a fairly 
decent flight model. 

You are sent up on 
tgiick and dirty missions 
in one of three aircraft: a 
Spitfire, Typhoon or P-51 
Mustang, against such 
stalwart aerial Ibes as Me-109s 
and Focke-Wulf 190s. You 
may also be sent on search 
and destroy missions against 


How you fly the unfriendly skies in D-Day 
makes a huge difference in the Nor- 
mandy invasion. 


patrol boats and coastal 
batteries. The 3-D models 
of aircraft are outstand- 
ing — they almost look 
photo-realistic. On the 
down side, the docu- 
menladon is a bit terse, 
and an extremely clum- 
sy interface gets in the 
way of the action. IBM CD- 
ROM, $39.95. Circle Reader 
SeiA’ice #6. 

Virgin Inter^ictive Enter- 
tainment, Inc.., Irvine, CA 
(800) 874-4607. 
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CLAWS 2 ! 


Just when You Thought It Was Safe To Go Back In 
The Water, MicroProse Unleashes A New Menace in 
X-COM 1: Terror Trori The Deep 


by Chris Lombardi 


peveV 
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T O RE ElUNK, I’m a LrriT.E SUSl’I- 
CIOUS OK TTIK WILD SUCCESS OK 

MicroProse’s X-COM. At 
llrst, I was completely taken in, 
as many lellnw gamers wore, by 
the game’s tactical, man-to-man 
combat, which was made even 
more absorbing by ihe strategic over-game 
that lied the tactical battles togeihcr. Yes, I 
was hooked, addicted, Ibund iiiysel I' star- 
ing into the face of a pre-dawn clock on 
several occasions. But once I was able to 
break away and step back from it all, X- 
COM’s success smelt a bit fishy. Consider; 

X-(X)M seemed to come out of nowhere. 
Its release was not preceded by an enor- 
mous marketing campaign with an enor- 
mous amount of liype. It had no video 
demo playing in die front window of Bab- 
bages, it wasn’t adveilised 1 2 montlis in ad- 
vance on glossy foldout magazine inseits, it 
had no dashing point-of-purdiase kiosks. It 
didn’t come in a box designed by 
origamists fi'om the school of Abstract Ex- 
pressionism. It featured no full motion 
video stalling the best actors of the 80s: 
it had no voice-overs. It offered neither Su- 
per VGA graphics, nor General MIDI sup- 
port. It w'asn’t DooM-like, MYST-like, or 
otheiv\ise like a hit game h’om the jirevious 
season; it didn’t steal die best features from 
several other successliil games, ll lua.sn’l even 
on (I CD-ROM! 

In short, if you plugged X-COM’s vari- 
ables into the “success formula” cuiTently 
in use by the majority of large game com- 
panies, you’d come up with a big fal, goose 
egg. According to the prevailing wisdom, 
there’s no way X-COM could sunive in to- 
day’s gaming marketplace. And yet it sold 
and sold, and gamers played on and on. 

VVliat’s one to think about this anomaly? 
'fhose prone to conspiratorial paranoia 
might suggest dial X-CX)M was itself an at- 
tack li-om outer space, a \ims carefully cTaft- 
ed to weaken and capture human minds. 
'Iliat w'ould be a cosmic bit of irony. 'Hiose of 
a more sober tone would be hardei' pressed 
for an explanadon. Onild it be dial the (al- 
leged) creators of X-COM, England’s 
Mytlios Games and MicroProse UK, have a 
clearer undcTStanding ol'w'hat ganiei-s, espe- 
cially gamers of the strategic bent, really 
want? Do diey undei'siand dial what we need 
is not Lee Majors’ voice-acting or a 15 
minute 3D-Studio introduction that has little 
to do with actual gameplay? Do they under- 
stand that gamers w'ould gladly exchange 
nvo minutes of full-motion video for two 
hours inleractive entertainment? Mmm. 
I’m afraid bodi dieories are little outlandish. 


I'M GOING UNDER 

Whoever ci'ealcd X-CC)M. and ibr whatev- 
er reason, (licy're up to the same old tricks 
in the sequel, X-(X)M 2: 'IV.rror from 'rill-: 

'rhe designers have taken llie exact 
same game engine (core guts) and interface 
used in the oi'iginal X-COM, and added 
new artwork, new weapons, and a new slo- 
ivline to create a i'amiliar game in unfamil- 
iar suiToundings. In this respect, X-COM 
and X-COM 2 have the same relationship 
as Doom did to its sequel, Doom 2. 

X-CX)M 2 also linds the aliens ujj to 
tlieir same old tricks, i laving been driven 
(iom our solar .system througli the previ- 
ous efforts of the X-CX)M team, the aliens 
have decided to switch to Plan B, the mot- 
to of which, when loosely irtinslaled I'roin 
the alien tongue, reads: “When the going 
gets tough, the lough go Stirling.” 

d'he aliens have taken to the water, set- 
ting up bases of operation under the 
depths and reviving an ancient evil that 
was apparently waiting iii the wings I'oi' 
millennia for Plan B to take elfecl. Several 
decades al'lei' their thrashing at the hands 
of the puny humans, the aliens are back 
to luive another go — and boy arc they 
miffed. I'hey’ve set up ambushes along 
major sea lanes, they’re lei'rori/ing port 
cities and abducting humans, and ihev’re 
gathering supplies to who-knows-tvhat 
evil end. d'o the defense — guess who.-- — a 



THE GAME REMAINS THE SAME From the orbital view, 
the X-CDM interface looks exactly the same. Zoom in 
on the planet, though, and you'll quickly notice that the 
tide of focus has shifted from the continents to the 
ocean and coastal regions. 

new and iinjn'oved X-COM anti-alien or- 
ganization. 

Those who have played X-COM will 
know the drill. But for tho.se who’ve yet to 
he captured, oh fortunate ones, we’ll ex- 
plain. 

\'our job, as leader of the X-COM inter- 
national anti-leiTorism team, is to set up 
bases around the globe in order to inter- 
dict alien vessels, stop alien assaults on 
cities, and eventuallv, hunt down alien 
bases and blast their scaly hides olfthe 
planet. In managing bases, you must order 


construction ol base facilities (like alien-de- 
lection devices, research laboratories, con- 
tainment rooms for capttirecl foe. etc.), 
direct the research activities of your scien- 
tists, and put together a team of soldiers fit 
to face the alien hordes. But it’s not just a 
desk job, it’s an adventure, since you must 
also lead your soldiers in tactical, man vs. 
alien, combat missions. 

WATER WORLD 

For veterans, it should all sound pretty fa- 
miliar so far. What tire the dilferences? 
Well, since this scenario is .set under the 
sea, so will your bases and most of )’our 
activities. At the highest level of magnifi- 
cation, the global view looks the same as 
before. But zoom iit further on the conti- 
nents and you’ll notice that the major 



WHERE'S THE WET BAR? Base placement and facility 
layout are still a part of your X-COM management tasks. 

landlocked cities ol' the world have disap- 
peared, and that the political situation 
has changed a hit, Where you woitld see 
!‘'r;ince, Knghmd, Stiudi Arabia, and other 
I'amiliar political bodies in the |n'evious 
game, you’ll now find the Euro-Syndicate, 
(he Eg)'ptian (lartel. Neo-japan, and the 
Brazilian Union. Chicago and Moscow 
have disai)peared in favor oi' port cities 
like Fort Severn (Canada), Vladivostok, 
Revkjavik, Accra, and Darwin, Australia. 
Furthermore, a look at the oceans reveals 
a rough geograjthy of the sea floor and 
the identification of the major islands of 
the world, the Azores, Faikkmds, Galapa- 
gos, Mauritius, Seychelles, and so on. 

So when you’re a.sked to choose the loca- 
tion of your first base, don’t tiy clicking on 
terra firma — you’ll gel a rude response. 
No, you must plunk your base into the 
drink, the Athmtic or Pacific Oceans being 
the best places to start. Bases look and act 
the same (you must still design the layout 
of vour facilities), but some names have 
been changed to leflect the new watery .set- 
ting: radar detectors turn sonar, entty'ways 
become airlocks, iind the staging area for 
craft become “.sub pens.” 

Obviously, the interceptor and troop 



MODDIED SQUADDIE X-COM 2 squaddies come stock 
with dive suit and fins, but no armor worth mentioning. 
You must recover alien weaponry and research its 
mysteries to upgrade your equipment. 

transport aircraft ha\e been redesigned as 
watercraft, bearing apj^ropriate names like 
“'Friton” and “Hammerhead.” When your 
subs meet an alien vessel, ship-to-ship 
combat is identical to that of X-COM, as 
you must still choo.se a basic combat .stance 
(CJautious, Standard, Aggressive) and fire 
away, except with torpedoes and sonic 
beams instead of missiles and guns. 

I DIVE, 9 TO S 

Once you’ve sent an alien craft to the 
ocean floor, you’ll have to go after it with 
your team of X-CX)M S.E.A.L.S. Squeezed 
into their dive suits and totting harpoon 
guns and Hydro-jet Cannons, the X-COM 
scjuaddies will pour out of their transport 
submai'ine reach’ to hunt for alien hides. 
Here, in the tactical battles, you’ll see the 
most dill'erence between X-COM 1 and 2, 
but the difference is certainly not in the 
control interlace, which hasn’t been 
changed a mote. All of the commands to 
move, turn, crouch, and fire are here, 
identified by the same icons. You’ll give 
your orders to your squaddies, and then 
il’s the aliens’ turn for “Hidden Move- 
ment.” It’s still the best tactical combat 
giime to date, bar none. 

'Fhe difference is in the surroundings, 
the tei'rain where many of your squaddies 
will meet the end of their short, terror- 
filled lives. Tlie terrain seems much more 
detailed and intricate, with lots of colorful 



ACES OF THE DEEP 2000 Sub-to-sub battles between 
torpedo-spewing craft replace the air Interceptions of 
the original game. 
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DEATH AT 20K LEAGUES 
The tactical battles 
take place In many 
different settings. 

Above we findanX-COM 
squad starting a 
mission aboard a 
hijacked ship. 
Elsewhere, it's open 
season for alien hunting 
on the ocean floor. 


so cluUcrecl with 
houses, palm trees, 
and hills. Combat is 
certainly more 
ireachei'ous because 
of this. 


canlli” tanks ai'ined with your choice of 
moimied cannon will all have a home in 
your arsenal. The only trick to tliis 
weajDomy is that some of it only works un- 
derwater, a fact dial can leave your soldiers 
high and dty in land-based missions. 

Anothei' new addition and complica- 
tion introduced in 
X-COM 2 is the 
“linked mission.’’ 
The idea is that in 
some missions, you 
may light through a 
landscape only to 
find that there is yet 
another region to 
investigate. So, for 
example, you might 
investigate an alien 
crash site only to 
find that you’ve 
hapjiened upon an 
entrance to an alien base. Once the cnasli 
site mission is finished, you must continue 
into the base. Bringing extra men and ex- 
tra ammo to every inissif)n might be a 
good strateg)' to adojit. 


UNSOLVED MYSTERIES 

or course, all the missions are linked in that 
they eventually lead to a conclusion, die ulti- 
mate showdown with the ultimate Bad 
Guys, just as you had to go oll-ivorld to fin- 
ish off (well, almost) the aliens in X-COM, 
SC) the successflil leader in X-COM 2 ma)' 
have a shot at finishing the aliens once and 
for all. Where the stoiy leads, I don’t know, 
but you don’t have to push the gray matter 
too hard to figure out that the mins of an- 
cient cities and die re-awakening of an an- 
cient e\'il might be connected. Could we be 
heading towards a conclusion that unites At- 
lantis, UFOs, Stonehenge, cattle-mutilation, 
the Psychic Friends Network, and disco mu- 
sic into a grand unified conspirac)' tlieoiy? 

A play through X-COM 2 will reveal all. 
All, that is, except the mystery of the 
anomaly ol' the game’s success. Once 
again, with X-COM 2 Mici'oProse is re- 
leasing a game without the frills and 
“nudtimedia enhancements” that the 
common wisdom knows are necessaiy for 
success in today’s game marketplace. Mi- 
croProse is releasing this game on the 
strength of its extended gameplay in a 
proven game system — and nothing more. 
If this sort of behavior continues, an in- 
vestigation will be in order. We’ll have to 
keep a close eye on the planned X-COM 
3 when it finally rolls out of Britain. 

Or is it Belelgeuse? ^ 


ocean {ilant-life, rock formtitions, and sand 
dunes that obstruct line-of-sight and pro- 
vide covei' for lurking hoirors. In some lo- 
cations there are signs of ancient 
civilizations (Atlantis? Lemuria? Mu?), 
stnictural foundations, cnnnbling columns, 
and statues of long-dead rulers and gods. 
The illusion of being underwater is en- 
hanced by the greenish-hue of the palette 
and the tjuickly dissipating trail of bubbles 
traced by weajjons fire — a nice touch. 

Not all battles take place undenvater, 
however, 'fhe aliens will attack cargo ships, 
so you’ll have to fight through dark, 
cramped (|uarters where death can come 
through manv |X)rt holes. \'ou’ll also find 
yoursell' |)roteciing civilians in port towns 
and on South Sea isles with small bunga- 
lows and multi-level colonial mansions. In 
general, the combat landscapes ai'e larger, 
or at least seem so because the landscape is 


couldn’t decide whose brains to suck out 
(Irst. Ixt’s hope that the intelligence of these 
o'eatures had not yet been finished. 

What does a soldier have to light back 
with? d'he usual assortment of weapons 
that progress in strength as you rc.search 
more advanced technolog)'. Just ;is in X- 


THIS IS YOUR 
OPPONENT'S 
BRAIN 

As if the landscape 
doesn’t make a 
squaddie’s life diffi- 
cult enough, the 
aliens have also become a little smarter, or 
so the MicroProse programmers promise. 
In die prei'icns' I’ersion of the software, I was 
unable to tell just how smart they had be- 
come. While one breed of alien (the “aqiia- 
toid,” cousin of the “sectoid”) seemed more 
wily — continually firing at my .scjuaddies and 
then retreating into the bmsh, forcing me 
to expose m\' men in order to chase it — oth- 
er aliens stood around or did the “X-COM 
Shuflle,” pacing back and foi'ih as if they 


COM, here you star! with the equivalent of 
pea-shooters — the harpoon gun — and no 
armor at all. You'll have to suffer through 
.several missions, and lose several good sol- 
diers, before you uncover the alien secrets 
of undenvater armor and develop a sturdy 
standard-issue weajion. Once the lechno- 
logical ball gets rolling, however, (he bless- 
ings of warfare science will rain from 
heaven. Gauss weaponry, enhanced 
grenades, torpedo launchers, and “Coela- 
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YOU CAN’T DRIVE CD-ROM BEUER THAN THIS. 


Educstion. 

Fire up young imaginations with the Diamond 
Multimedia Kit 3000. You get a blazing fast 
quad-speed CD-ROM drive-plus six 
mind-expanding CD-ROM titles 
that'll captivate your kids lor hours. 

Software such as Alphabet Blocks^ 

Arthur’s Birthday, *and others teach 
math, language, music, and more. 


Entertalnmertt Value. 

Turn on state-of-the-art 
quad-speed CD-ROM 
power with the affordable 
Diamond Multimedia Kit 
4000. And tune into an 
unlimited entertainment 
experience. Blastoff 
on fantastic journeys. 
Explore the world o f multi- 
media with 11 of today’s 
hottest game titles, plus the 
Compton Interactive 
Encyclopedia'" 1995. 


Home Business. 

Put your small office on 
a solid financial founda- 
tion with the Diamond 
Multimedia Kit 6000. 

Including quad speed CD- 
ROM power and some of 
today's most popular busi- 
ness applications, including 
Quicken'^ Deluxe 4.0. £xpresso'"Calendar, 
and Visio Home!" 


Loaded. 

Multimedia doesn ‘t get any bigger and bolder than this. In the 
Diamond Multimedia Kit 5000, you get sizzling quad-speed CD-ROM 
power, plus more than 30 of today's hottest CD-ROM titles. Test your skill and 
wits against the likes of Sim City 2000!" MYSTT" Rebel Assault!" plus dozens more. 
You may never sieep again! 


Wliy settle forjusta double-or triple-speed CD- 
ROM drive when you can get bhizing quad-speed 
power and everything else you need with one of 
Di;imond's Quad Squad Kits. Including a fast quad- 
speed CD-ROM drive for smootli, realistic video, 
Wave Table upgradable sound card with 
window-ratding, 16-bit stereo quality, and speakers. 
Plus best-selling CD-ROM titles. 'Hiere is a Quad 
Squad Wtfor everyone-an Educator Kit for kids; 


a kit for Small office and Home office {SoHo)-, an- 
other that’s pure Games’, and one tliat’s leaded to 
the hilt! Each kit comes with a 1-year warranty and 
unlimited technical support. 

For details, call 800-4-MULTIMEDIA, dial our 
FAX-Back service at 800-380-0030, or see your 
dealer. And stai't driving Diajnond’s Quad Squad 
Kits today! 
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Spies, Damn Spies, 
and Sadistics 

Combat And Conspiracy In A Feudal Future: New World’s MechLords 

by Alan Emrich and Johnny L. Wilson 



s5«‘’-s'r 


M AflCUS ll'-I.V NOT AT Al.l. mSPl.FASFD 11777/ 

THE assasin’s /’/:///'Y;/;A//i/Vf.7:,'. From her 
iNrrrAi. sinuous, seductive a/0770A' to 
llte wild, iinexjmiled divuix, she had shtnvn 
herself worthy of her street name — Spider 
Queen. The articulated blade had risen from 
its sheath under her fingernails, the point of 
carotid penetration coming even as Luca’s breaths had 
grown shoile.r, the ducal envoy's uncontrolled exclamations 
more nonsensical. Luca must have thought that fust second 
of pain merely spice to his satisfaction, though the ejaculate 
of blood which ensued proved the anticlimax of his life. 

No, it was A'!arcu,s’ own performance in ordering the iis- 
sassinalion with which he was displeased. He. had hired the 
Spider Queen to kill Luca because, the ducal envoy had been 
an inconvenient rival, privy to (dr too much of the duke’s 
business. Alarcus had intended to remove a rival, but 
through miscalculation, all had backfired. Luca's brother 
Cesare had managed to transform his late sibling into an 
imperial martyr by positioning the as.sas.rination as the work 
of terrorists from a rival hou.se. /l,i; a result, Cesare’s .star was 
rising and Marcu.s' .star descending. 

Marcus knirw that Cesare was Jar too clinier not to realize 
that Marcus had .set the assa.ssination plans in motion and. 
us a re.sult, he knnv that it v'ouldn'l be long before Cesare 
.sought revenge. His ascendancy made things Jar too hot 
within the ducal court (or Marcus and, con.secjuently, made 
that out-system as.signment look [dr more attractive than ever 
before. So, Marcus Faber, one of the most famous of House 
Drakka's inner court, assumed the rank ofplanetaiy admin- 
istrator. 

No, Marcus -wa.sn’t at all pleased with the aftermath of his 
plot. He could only hope that his new planetcny a.s.signment 
might somehow pave the way for a glorious return. If not, he 
might never wear that coveted ducal ring or wield the power 
to which he heldwed hhiiselfborn. 

'i'oii must never forget wlio you arc in MkchLorixs, 
the new strategic epic from New World Computing 
ami SimTex Software. Your goal is to have your play- 
er character become the duke of a neo-feuchil realm 
or “house.” 'I’o do so, you will luive to master logistics 
(()r both civilian and militaiy j)urposes. tactics for bat- 
tles on jdanetaiy surfaces, and court intrigue — both 
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overt diplomacy and 
covert spying and 
espionage. If you 
get carried away 
with one facet of the 
game to the exclu- 
.sion of the otiiers, 
you could I’lnd your- 
self, like die charac- 
ter in our fiction, on 
another noble’s hit 
list. 

Fortunately, you 
liave jjlenty of op- 
tions at your dispos- 
al. AVould you 
expect anything less 
I'rom the ambitious 
developer who led 

you to snuggle for galactic domination in 
Ma.s' 1 ' 1 ':r (.)I' Orion, lord over l'anta.sy em- 
pires in M/VS'I’KR of Maoic {both li'om Mi- 
croProse), and put railroad robber 
barons on track with a compuleri/ed ren- 
dition ol' Avalon Hill’s 1830? 

'I'liis time around the myth-making 
block, SimTex has managed to coale.scc a 
B.M'i'LKrKcn-like universe of Great Hous- 
es, giant mechanized robots juloted by 
heroic individuals, political intrigue, and 
alien bad guys into a game that is itoih 
similar to and dilferent than their jji'evi- 
ous games. It may seem like they've pla- 
giarized from Ba'I'I'I-fTkcii and their 
jtrevious works, but it is more like they 
liave taken a kitchen-tested strateg)' gam- 
ing recipe and added their own motiva- 
tional spice in order to arouse the jaded 
gaming jtalette. MkchLords is le.ss about 
the knightly jousts between dueling 
‘meclis in BA'rrt.uTKCn’s universe of lost 
technology, and more about planning, 
building, plotting and lighting in a balka- 


COURT PABERITE Marcus Faber is one of three nobles that you could 
choose as your player character from House Drakka. 


nized, imperialistic 
universe with im- 
proving lechiiolog)'. 

In RA'fi'i.tTi’Xti, you 
improve your stand- 
ing by improving 
your battle prowess. 

In MkchLoros, yon 
enhance your stand- 
ing in a variety ol' 
ways which include 
commanding small 
unit battles, building 
up planetary 

economies, sabotag- 
ing buildings, selling 
contraband drugs 

and slaves, and framing, blackmailing or 
assassinating rivals. Although botli games 
are mission-driven, the cam|)aign and 
role-playing elements of MwaiLouDS en- 
sure that you can't be satislied with mere- 
ly Ideating the scenarios. 'I'he scenaritis are 
means to a more com|dex end. 


has oriental cultures and militaristic soci- 
eties, but the comjniier games based on 
that universe have failed t(5 offer any real 
reason foi' being loyal to one house or an- 
other, much less any reason for enlisting 
in die seivice of one hou.se over another, 
in MechLords, .Sim'rex has utilized their 
concept of offering dilferent strengths 
and abilities for each house, much as 
MOO gave dilfei'enl abilities to dilferent 
alien races and MOM gave different ad- 
vantages to dillerent Ibi'ins of magic. Yet, 
MechLords goes its ancestors one better. 
You cannot simply figure out which house 
has the best advantages ;md go with that 
house. You must consider that you are 
competing against computer players with- 
in your own hou.se, so you must simiilta- 


MISSION INSIDIOUS Each mission is quickly described and its potential for 
failure or success rated as a difficulty level. 




REQUISITION FORM Each mission begins with your selection of the building 
complexes and vehicles needed to accomplish it. 


ncously use the liouse advanttiges against 
other houses, and use your own strateg)' 
and intrigue against those who have the 
same advantages as you. Plus, there is an 
intricate alliance structure in which each 
house has natural alliances and declared 
enemies. 'Hiis niusl also he thrown into 
the mix. 

HOUSES The houses or cultures of MechLord.s 

DIVIDED are easily desci'ibed. It has the obligatoiy 

MechI.orhs has tak- samurai society, House Talos (rouglily 
en the idea of a equivalent to House Draconis in B.vr- 
balkanized futiii'istic TLETEtai and receiving a 10% bonus when 
society with its cn- dealingwilh merchants, rellccting the tra- 
iropic |•eduction to dition ol' mihaLsu or oi ienla! business al- 
neo-feudtilism and liances). It also features the mandatoiy 
given it tin addition- royal court, House Ordeus (roughly 
al twist, l)oth beyond equivalent to House Davion in Bat- 
BAn t.E'rECii's near- ti.eTech and conseciuently, has a training 
equivalent cultures advantage l()r tank and ‘niech jMlots, just 
and the gtime sys- as Davion had the best warriors in the 
terns of Mas'I'ER of previous universe). But, MechLords of- 
Orion and Master fers more. House Ariloii is the epitome of 
OF M.-uac. 'file Ba'F- free enterprise and receives a 25% bonus 
i't.E'rECii universe in scientific research. House Athena is 
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THiE-\GOLP*S been unearthed, now only secrets remain 


^ Ito 'X'oTml3«stoxi.o 


Your Wild West adventure is now available on PC CD-ROM. 


Its Windows compliant and Sound Blaster compatible. 


For more information or contest rules, call: 800-443-3386 


'addle-up for an adventure in the Wildest 
West ever. Buy Alone in the Dark 3 and you may 
find yourself in “the town too tough to die!” Register 
by June 15, 1995, and you could be off on one of 
three week-long trips for two to Tombstone’s gold 
mines, authentic saloons, and infamous OK Corral. 
You could also win 15 l-Motion CD-ROMs and 75 hint 
books. 

Alone in the Dark 3 will also take you on a 3D adven- 
ture to the ghost town of Slaughter Gulch, where the 
cast and crew of Hill Century Studios’ latest production 
have vanished. As supersieuth Edward Carnby, you’ll 
enjoy up to 70 hours solving puzzles and dodging 
outlaws as you uncover their mysterious disappearance. 
So sharpen your spurs and get ready for the draw... 
with Alone in the Dark 3 you can’t imagine how wild 
the West can get. 

Circle Reader Service #70 




govenied by female telcpaihs, so all 
Aliicnian pilots receive a 10% 
olleiisive/clefensive bomis to relied ilieir 
ability to anticipate the moves of their en- 
emies. Mouse Drakka is a gangster em- 
pire trading in slaves, contraband and 
drugs. As a result of their sli englli on 
Irontier worlds, they gel a 20%' bonus in 
mine and refinery production. Mouse 
Krakus is a non-human society consisting 
ol' six races. 

Its members are 
stronger and have a 
30% construction 
bonus when build- 
ing houses and 
vehicles. 

Looming over the 
empire of Houses is 
the external threat 
ol'an evil alien race. 

'I'he aliens are like a 
force of nature, at- 
tacking Mouses 
wilhoul prejudice 
and bringing op- 
portunity for both 
gain and loss. Al- 
though your assis- 
tance in dealing tvith alien incursions is 
good for the empire (as well as your rep- 
utation), there might be limes when )ou 
would stay your helping hand — like when 
the aliens attack a sector of space domi- 
nated by a powerliil rival house. 

YOU CHARACTER, YOU! 

At the beginning ol'the game, each no- 
ble will have tlie Mouse advantage spe- 
cific to its culture, as well as a single 
special ability of tour own choosing. 
I’liese special characteristics include 
Wealthy (starting with more money 
and receiving 1 free MegaC’redil per 
turn automatically), .-Vmbassador 
(diplomatic exjjertisc plus 10 extra 
votes in the court), and Security Advi- 
sor (ability to carry out internal investi- 
gations and external sjty opei'ations), 
among otliers. 

Initiall)’, your character does not direct- 
ly control his Mouse’s scientific research, 
diplomacy, or militaiy sti'aiegy. Instead, 
these are controlled by computer-con- 
ti'olled personalities until )’ou liave 
achieved enougli influence to tlominate 
these jxtiicy-making activities. In otbei- 
words, at the outset, the game plays yo/o 
After achieving some pi'estige and inllu- 
ence, you play thcgr/wi'. 


MECH WITH A MISSION 

To build up your prestige )'ou must suc- 
cessfully completing missions. At any 
given time, you have eight star systems 
on your maj) and eight j)otential mis- 
sions lb]- which to volunteer. Some mis- 
sions involve building up a planet 
economically or establishing a base, and 
some are sti'icil)’ strike missions where 
vou destroy another house's complexes. 


er missions reilecl less severe interfer- 
ence from other houses and more 
emphasis on building a planet’s econo- 
my than on combat. More difriculi mis- 
sions reflect stiller ()j)position and more 
emphasis on combat. 

Each mission begins willi the requisi- 
tion of e(|uipmeut. ^’ou can choose pre- 
fab buildings and complexes, as well as 
vehicles, or e(|uip each vehicle with ex- 
isting technology. Each mission has lim- 
ited funds, but it may be to your 
advantage to kick in some persoiud 


funds in order to grease the pathway to 
mission success by purchasing extra 
e()tn]iment. You can also examine the 
|)ilots assigned to each veliide. 

Next, you select the landing zone by 
placing crosshairs on a strategic map of 
the planetar)' surface and clicking. The 
sti'ategic map allows you to know roughly 
the location of structures, mineral and 
cliemical concentration, and enemy 
forces prior to landing. After that, it is 
phased movement combat that will re- 
mind you of the tactical combat in M/VS- 
Ttat or Magic. 

FAMILIAR PHASES 

'fhe combat is not the only thing that will 
I'eniind you of an earlier SiniTex game. 
Veterans of the Ma.S'I‘ER games may be 
amused at these common threads. For in- 
stance, even though it “Don’t drink, 
don’t smoke” (^\^^at do it do?), Adaman- 
lium is back as the metal of choice when 
prospecting the galaxy, just as Crysx is 
the jewel among gems. Likewise, many of 
the technologies in Master or Orion, in- 
cluding the Gauss Cannon and Mass Dri- 
ver, have been sprinkled among the 
myriad of interesting new technologies 
such as a Corona 
Generator and 
Magna Launcher. 
We’re keeping our 
eyes open for some 
mention of Klack- 
ons, but have yet to 
see hide or scale of 
the lizardmen. 

All of these small 
similarities between 
MechLords and 
the previous Sim- 
Tex games mean 
nothing unless 
MechLords is simi- 
lar in the most im- 
portant respects; 
addictiveness and rejjlayability. From 
what we’ve seen, there will be little dif- 
ference between the late nights spent 
with MechLords and those with Ma-Ster 
O l’ Orion. It has the richness of options 
and flexibility to keep you coming back 
to li')' this idea or that strateg)'. And it 
lias the strong empire-building appeal 
that portends a long life on gamer’s 
hard drives. If SimTex and New World 
itike the time to carefully balance and 
tune llie game, their House will emerge 
as a very powerful player in the strategy 
game universe. & 



UTOPIA Building construction is handled similarly to that in Sim City, with 
foundation tiles placed according to tasto. 



GO CARTS Vehicle movement is handled via point and click, using "GoTo" 
commands. 


All are rated foi' difficulty such that easi- 
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What are you waiting for? 


This game lacks a hell of 
a let of ass!" 

- rm Boyl - AMERICA ORUNE 


"Wow! At last! A true Doom KILLER!!!!!!!" 

— Patrick Simmons, CompuServe 72017,2374 


k 'lAAth the six-degrees of freedom, true 3-D 
game engine. Descent has set the new 


standard that aU other 1st person shool-em- 
ups must now live up to. ' 

— Jon SaJaga, CompuServe 727I24S0 


"The nasty computer game with graphics 
that change as if the player is moving in 
three dimensions." 

— The Wall Street Journal 


Sensory 
overload 
in 360* 3D. 


"Descent Kicks BUTT!" 

- Rick Johnson, CompuServe 74431,1624 


"Descent is an incredible game. 
Descent is to Doom as Doom 
was to WoUenstein." 

— AI Hunt CompuServe 


Doom with a Jet Fack...lt's not like playing 
an arcade game, it's like being in one." 

- EiBctronic EntertainmEnI 


Descent is superb." 

— Apogee 


Welcome to 

Descent™ - 30 levels of 
the most mind-bending, 
stomoch-churnjng action 
game ever. Featuring true 
3-Dimensional worlds with light 3 
source shoding, texture mapping, 

3-D morphing, directional souna ' 
effects and sizzling music, this is 
technology taken to the limit. 

You begin deep below the surface i i i m 

of Lunar Bose I where on unknown alien 
race has taken over the chasm of the Post- > 

Terran Mining Corporation. Lunge straight 
down mine snofts, twist around never-ending ^ 
tunnels and fighf yoiir way past robotic menoces 
in on environment that's truly 360' 3-D...move up, 
move down, shoot everything everywhere. Hang 
onto your senses (and your lunch) as you drop 
stroignt down mine shafts on o ride that'll leave you 
spinning. 

And what's the good of losing your mind if you con't 
shore the experience with your friends? Descent invites you 
and your buddies to dive into the action together with head-to- 


"The weapons are awe- 
some, the game play is awesome, the 
motion sickness is awesome..." 

- Erie Rasa, CompuServe 71221,2660 



'The sensation of speed is amazing, and the 
3D texture mapped graphics make this 
game a genuine joy to behold." 


"Cool game, just need to find my 
Dramamine to play it." 

— Mike Hulen, CompuServe 74023,3004 


'It's Doom with a twist, a turn, and a 
gravity free flip." 

— Computer Gaming World 


"Holy Bat farts. Batman!... 1 have never 
experienced an enemy inteUigence any- 
where NEAR the way these robots act. 
They peek, they fire, they chase you, they 
take cover, they wait." 

— Marty Peralta, CompuServe 74147,33 


'Flayed it ... and 1 have one thing to say. 
Vow." 

- Sir Ryck AMERICA ONLINE 



"If you still have Doom loaded on your MB 
you're just wasting space." 

- Big Joe d, AMERICA ONLINE 


®199SParaIlox Soflwate. 

All rights reserved. Descent is n 
trademark of Interplay Pioduclicns. 


player network support. 

Challenge yourself and experience 


"Fantastic graphics, incredible 3-D animation, 
support for modems and LANs, music, you 
name it. The best 1 have ever seen." 

— Jan l&rdney, CompuServe 70563,2311 


Coming March 17th to a store near you. For IBM and compatibles. 


BY GAMFJtS. FOR GAMERS.” 

Interplay Productions 
17922 Fitch Avenue 
Irvine, CA 92714 
(800) 969-GAME 



30 twisting levels lull of mechankol motnlers and hidden secrets. 
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11 early 19^2, the cliaiice tliat the Allies would de- 
feat tile Axis seemed optimistic, perhaps even 
naive. US battleships lay at the bottom of Pearl 
Harbor. 'Fhe British were driven out of Singapore, 
the island fortress which had seemed all but invin- 
cible mere months before. As Douglas Mac/\rthur 
left the fallen Philippines, his vow to return seemed 
almost hollow to the thousands of Americans who would siilfei' 
in japane.se ])risoner-of-war camps for years to come. 

In Kur()j)e, German forces had conquered Poland, France, the 
Low Countries, the Balkans and Nonvay. After stii'viving the Russ- 
ian winter, the German Sixth Ai'my became embroiled in a long 
and bitlei' struggle for Stalingmcl, and the tide beg-an to turn... 

Woi'ld Wai' il is an endlessly fascinating subject for 
wargamers. When the war began, bi-planes were still employed 
in many of the world’s air forces. Tanks resembled inflated ar- 
mored cars, and sported more machine guns than cannon — 
which was somewhat less detrimental than it could have been, 
since they often faced cavalry dui'ing the early days of the 
hlilzJirieg. Weapons technology developed, as the war went on, to 
include radar, sonar, portable rocket lauitchers, jet aircraft, 
guided missiles, and even atomic bombs. And the tnighiy battle- 
ship was superceded as queen of the waves by the far-reaching 
strike capability of the aircraft camer. 

■'.ven more than the equipment, however, wargamers find the 
personalities of WWII to be compelling — cjuite simply some of 
the greatest commanders in histoiy. Wdio wouldn’t thrill to give 
the order, as Kisenhower, to “Go in” at D-Day, or to race 
through Western Europe like Patton, cltasing the enemy before 
you, until all that stops your progress is lack of fuel? 

in the broadest .sense, W\^I, despite its incredible carnage, 
apj)eal.s to us on a veiy basic level. Unlike the confused and 
muddled “police actions” of today, \\AVII offers a dear-cut con- 
flict of good versus evil where, ironically enough, even the hat- 
ed enemy is to be grudgingly respected for his professionalism 
and military prowess. Despite a lot of criticism, wargames have 
often ti'eated the touch)' subject of playing from the Axis side 
veiy laslefully, a good case in point being the recent Panzkk 
(;I':nkr.-\i.(SSI). 

With tliis in mind, it seems only fitting that CGlTpay tribute 
to the oOlh Anniversaiy of the Allies’ Victoiy in Europe. Within 
this guide, each theater of war is discussed according to its 
unicjue strategic considerations and interest as a wargame. 
Then, we have listed major battles within each theater along 
with our recommendations, listed in parentheses, for the best 
games in which to recreate those battles. Finally, we offer a criti- 
cal evaluation of major games based on the particular theater. 
Now, join us as we rellect upon those games which chronicle 
the greatest and most terrible conflict in world histoiy. 


1942 Map Photo by Paul Kennedy 




From Blitzkrieg 
To The Battle Of Britain 


S eptember 1, 1939: The Polisli gov- 
ernment, unwilling to cede land 
which would reunite Germany with 
Kast Prussia, deploys its armed 
forces in defiance of Hitler’s de- 
mands. But the I’olish Army, which had 
blunted Soviet expansion only a decade 
earlier, would be swept from the field in a 
mere fortnight. It was the beginning of the 
blitzkrieg, and it changed forever the way 
we view mobile warfare. 

In most wargames, the Fall of Poland is 
but a pu/zle to be solved on the way to 
more notable conquests, as in the begin- 
ning turns of Clash or Steel (SSI) or 
High Command (360 Pacific). Panzer 
Gener-AL (SSI) actually devotes two scenar- 
ios to the Polish campaign. Even though 
the deck is stacked in favor of the Ger- 
mans, the strict timetable and annoying 
Polish cavahy and air units make this a 
good start for a campaign. 

Clash oe Steel gives a good look at the 
“phony war” between the fall of Poland 
and the conquest of the Low 
Countries. Whether you opt 
for an early conquest of 
France, or simply secure your 
northern flank in historical 
fashion, the improved AI of 
version 1 . 1 keeps the tension 
up, as France may tr)' for an early sortie 
into Germany. 

The best operational treatment of the 
comjDlex Noiwa)' invasion is Ibund in Panz- 
er Gene.RM.. An intact Royal Navy, plent)' oi' 
British reinlbrcements, and the dilliaillies of 
an amphibious assault into rough terrain 
make this a difficult, nail-biting experi- 
ence — one of the be.st single battle scenaiios 
of any \\^\TII g-.une. All of the batde scenar- 
ios are enjoyable and include such rarities as 
the Axis conquest oi'the Balkans, but P.anzer 
GeneR/VI.’s campaigns capture the flavor of 
the early war years like nothing before, al- 
lowing you to view the conflict ft'om the un- 
certain perspective of the war years, rather 
than with the comlbitable hindsight of histo- 
ly. The enjoyable tension of the game is 
largely due to the sense of urgency placed 


uj)on you, as llie next Rommel or Guclerian, 
to pull off one militaty miracle after another. 
'Ilirough a clevei' system of prestige points, 
you earn more important assignments, and 
may even have the opportunity to knock 
Enttland, Russia or even the US, out of the 



Major Battles/Campaigns: Warsaw, The Balkans (Panzer 
General); Low Countries, Operation SeeloweiJK PureWarbame, 
Panzer General); Fall of France (Panzer General, Tanks!); Norway 
(Panzer General, Clash of Steel); Oescent on Crete (Pure 
Wargame, Bahlefront); Battle ot Britain (Their Finest Hour) 


war. As you move from battle to battle in a 
campaign, each of yotir core units gains ex- 
perience, adding an element of role-playing 
to this fresh and exciting gtune. 

A REPLAY OP WWI IT WASN'T 

’I’he most intriguing campaign of the blitz 
years has to be the Fall of France. The 
Fi'cncli in 19-10 were overconfident, assum- 
ing that the Maginol Line of fortifications 
would present an insunnountable obstacle 
to the Germans. The Germans outllanked 
the French through the Ardennes forest, 
but were woeliilly short of fuel and supi)lies 
at the lime the French suirendered. 'Fhis 
oilers a tremendous opportunity fi)!' mak- 
ing your own “what-if” scenarios, some- 
thing for which Wargame CoNS'rRucrioN 
Set 11: Tanics! is eminently suited. 


When first released. Tanks! had gttr- 
geotis artwork, ati easy-to-learn system, 
and a number o( famous battles. But it was 
not a serious tactical study, and, even con- 
sidered as a pure strategy game, contained 
severtil Raws which seriously affected 
ganie])lay. Losses at the far 
reaches of the battlefield, for in- 
stance, influenced the morale of 
units many miles away. /-Vrlilleiy 
supi^ort was clumsy, and the in- 
Lerj)lay between the various 
arms just wasn’t in sync. The 
new version of Tanks! available 
from David Landrey’s Novastar 
|j Games contains necessary fixes 
which make the France ‘dO sce- 
nario a much more enjoyable 
contest, as Panzers thrust toward 
Paris much more realistically. 

The Fall of France cam- 
paign is a showcase for the best 
])arts of P.ANZER Gener.al’s de- 
sign. Despite the abstractions, 
the game does a gr eat job of 
showing that the Allied tanks 
of 1940 were individually su- 
perior to German armor. Poor 
al tactics, such as trying to blud- 
geon through the Maginot line, are pun- 
ished, and air superioi'ily is very much in 
question. The Allies take chances and of- 
ten make unexpected counter-thrusts, 
making this a good solitaire, as well as 
two-player, game. 

An even more accessible game can be 
found in the Grilatest B.ati'LES of ’riiE 
‘20 I II CENrL:RV scenario set for The Pkr- 
FEcr Geneilal. Based on a tabletop ganre 
by Bi’uce \Villiams Zaccagino, this endur- 
ing QQP design is an abstract, btil very 
good, iirtroduction to the hobby. The 
WWII battles included ai'e well-balanced 
f()r two human genei'als, but the AI of this 
sequel seems as lacking as in the original. 
You need only contrast the Guclerian For- 
ward scenario li'om this game with France 
1940 from Panzer General to see how far 
compute)' game design has come in the 
j)ast couple of years. 


histo 
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THE MOST CELEBRATED STRATEGY GAME IN HISTORY GOES ON-LINE. 



INTRODUCING SID MEIER'S CIVNET™ 


[lIlONIASMTOllNTlfT. 


Experience the best-selling Sid Meier’s Civilization'’^ as a multiplayer Windows game! 
With Sid Meier’s CIVNET™ play on-line via the Internet, over a local network or go 
head-to-head by modem. Build the Pyramids and the Great Wall. Conquer Earth or an 
undi.scovered planet. Play history’s greatest leaders and your friends - in any combination, 
up to seven players at once! Broadcast messages simultaneously to your opponents. 
Become allies with some. Taunt others. You decide. Because once you get your hands 
on Sid Meier’s CIVNET™, Civilization will never be the same. 

1-800-879-PLAY. For IBM^tPC & Compatibles on CD-ROM. 
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OVER THE REICH 


Charlie Moyian’s Fligh t Commander 2 
was a most rare bird — a strategy 
warganie of aerial combat. Big Time 
Software’s next campaign finds them 
OvLR THK Rkigii, which brings to bear 
j.D. Webster’s experience as a former 
militaiy aviator and board wargame de- 
signer. F,ven hardcore wargamers find 
themselves daunted by the bookkeep- 
ing involved in Webster’s detailed and 
very realistic designs, so Moylan plans 
to hide the tedious elements under- 
neath the slick interface used in FC2. 
'I'he game co\'ers the air war over Cier- 
many from 1943-45, including eveiy- 
thing from bombing missions with 
B-17s to early interception flights by 
Me- 163 Komels. Each mission begins 
operationally with squadron move- 
ment, then allows you to resolve tactical 
combat in FC2 style, with extended 
campaigns and mission generator 
planned for inclusion as well. 

why does the design render this dynamic 
useless, by representing all squadron.s — 
whatever their size — by one jjiane? Wbrsi of 
all, the cincial elfects of weather tue not even 
included. Prospective pilots should route to 
another landing strip, regtirdless of (he low 
price and minimal hardware requirements. 

A much more rewarding flight may he 
had with 'fiii'iR FiNt:sT Hour, still available 
Irom LucasArts in a CD package of flight 
sims. 'fhough its luster has somewhat fad- 
ed, in its day, the bit-mapped graphics 
freed gamers from the starkness of siinjde 
polygons, lls near limitless play options are 
what keep (his frcnn being a museum 
piece, Flying from eillier the British or 
German side, you accumulate kills and 
medals throughout a campaign, as the fate 
of Britain hangs in the balance. You can fl\’ 
as either a pilot or crew member, which, 
along with the mission builder, adds great- 
ly to replayability. 'Fiieir Finext H(3ur is a 
great game which still has enough histori- 
cal value to satisfy all but the most ardent 
simulationists. If you ever wonder why Me- 
109s should never fly close escort, simpi)' 
use the “combat filiti” VCR-type feature 
(which this game was among the first to 
use) to tape your aerial experiments. Or, 
you could just read the manual — a mar- 
velous blend of liistorical background, 
game tlocumeiitalion and sound itictical 
advice worthy ol any aspiring Sea Lion. 


SSG’s B,vi't i.EER()>rf series, though simi- 
larl)' dated, is still \vorth a look. The design 
focuses on command control of an odd sort. 
As commander, you .select orders for each 
formation, then watch as the AI carries out 
your commands. But the Al of this Roger 
Keating/Ian 'front collaboration doesn’t 
come close to the standards of their later 
games like WARt.ORDS II, and often leaves 
gtnners I'ecliiig like marionettes dancing on 
a pu|)j)eteer’s string, 'fhis game has a very 
entertaining Crete scenario, because the 
gtime’s confusing system helps capture the 
sj)irit of the frantic paratroop landings. 'Ilic 
original set plus add-on disks can be had at 
bargain prices through mail order houses, 
but control Ireaks should shy away. 

better choice for ripcord fans would 
be 'The Pure Warga.me from QQP, a 
much less abstract game than its title im- 
plies. 'Fhe development of paratroop ac- 
tions is traced throughout W^VII with a 
surprisingly detailed order of battle. The 
combat system stresses morale and mobili- 
ty, leading to tense, fluid situations in 
many .scenarios. Along with the inevitable 
battle ol' Crete, the game allows you to as- 
sault the sup]3o,sedly impregnable Belgian 
fortress of Kbeii Emael, a treat rarely avail- 
able in wargames, board or computer- 
based. Folkestone, based on German 
plans to invade England, is the most “his- 


lorical” of the alternate-hisloiy scenar- 
ios on tile market. 

Operalion Seelowe is a common “what-il’’ 
battle, appearing in nearly all of the games 
listed above. 'Hiat the German’s plan to in- 
vade England remained hypothetical had 
less to do with the English Channel than 
the brave men of the Royal Air Force. The 
battle over Britain was the first, and the 
most decisive, air campaign in history. 
Odd, then, that it should occupy such a 
small place on our gaming shelves. 

B.-vni.E or Briiain 2 is one of the few titles 
covering (his conIHct, liailier dian a typical 
Deadly Games’ light first-person simulator, 
this is an operational view of tlie airwar from 
the perspective of the Marshal of Her 
Majesty’s Rot al Air Force. Tlie research is 
tJiorough, and the losses of pilots and airauft 
ring true. The .system is based loosely on 
John Butterfield’s award-winning solitaire 
board gtime IMF, btit this computer descen- 
dant fealnres e\'en less activity' for tlie player. 
In RAF, the decisions were spaced out so that 
eacli card Hipped over only added to the ten- 
sion, like a good game of .stud poker. BgB 2 
makes things so seamless that the tension is 
replaced by sterility. Those looking for a 
quick Windows game might enjoy it, but the 
board game is more exciting. 

A dilfereni campaign feel is evoked by 
Impressions’ \\'W2 Air Forge Com.mander, 
a playable game marred by 
huge reality gaps. In tliis version 
of WWII, we Find that even 
Poland had nidar in 1 939. All- 
weather aii'a-aft mtist ha\'e been 
years ahead of their time, since 
sorties occur around the 
clock— even in the dead 
of night. 'File stmggle 
between tlie cjuanti- 


tative superi- 
ority of the 
Luftwaffe and 
the qualitative 
edge of the IMF 
is the key to the 
Battle of Bi'itain, so 


It's not if. It's when. 


486, Pentium, PowerMac... 

No matter how fast your PC is, 
it can’t outrun a power problem 

(Get UninteiTuptible...starting at $119) 


J ust don’t have the time for power problems on your 
PC? Don’t worry. They’ll always make the time for 
you. It’s not if a power problem will occur, but 
when. Due to household appliances, poor wiring, bad 
weather or even other office equipment, power prob- 
lems are as inevitable as death and taxes. 

In the next three months, more 
THAN 30,000,000 PCs WILL BE HIT BY 
POWER PROBLEMS... 

In fact, you have better odds of winning the lottery 
than of escaping the sting of power problems on your 
PC. One study discovered a typical PC is hit over 100 
times a month, causing keyboard lockups, hard drive 
damage, and worse. And since sags and blackouts 
represent more than 85% of power problems likely to 


APC UNINTERRUPTIBLE POWER MEANS 
SAFE DATA, HAPPY COMPUTERS 


Sealed no-mainccnancc Inccmal battery 

E rovidcs Instant power In event of sag or 
lackout protecting your data from loss 


Surge protection backed 
by up to a $25,000 
insurance policy protects 
valuable computer 


Filters remove 
eletremagnetic 
interference 


IPFl 




AI‘C UiiiiiWmililihlc Power Sujililies Inoi’iile iiislaiil hatlcry 

)!ecl your ilaUi from hiss oiiil your hard drive from 
HI hackl'd by uli in S2.'i.000 in lifcliine 


hit your computer, standard surge suppressors are 
literally powerless to protect you. And a study in a 
recent PCWeck showed that the largest single 
cause of data loss is had power, account- 
ing for almo.sr as much data loss as all 
other causes combined. 

Protect yourself before 

YOU KICK YOURSELF... 

Get instantaneous battery backup 
power from an Al’C Uninterruptible 
Power Supply and prevent keyboard lock- 
ups, data loss, and hard disk crashes. 
Surge protection performance is even 
backed by up to a S2.5,000 Lifetime Equip- 
ment Protection Guarantee. 

Ask for APC at your computer reseller 
today or call for your EREK handbook. 

Starting at just Si 1 9, an APC 
UPS is serious protection no 
serious computer user should 
he without. 
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Over 3,000,000 satisfied APC users... 


" I his is the hesi computer 
rebled purehase I have ever 
made! Has saved me hours 
of re-proxrjinmiiig...~ 

Caiol Irvine, Vizard Assoc, 
•WV reduced our 
imimlenance costs the first 
year by Ur'.,, w repairs of 
equipment.- 

Vtilenliii Contalez. /’/icer 
"Our server was running a 
proiecl when it lost power... 
messed up all the data files. 

lint ive don’t worry anymore 
since we got API ’... ■■ 
rony (iheii. DeAiiza Systems 

went off. saved the day 
aiidye,ir,indlulurc...ahoal 
X(U) pages of data saved 
llni’iks to /l/’f I, " 

Iyer. Software dalleria 

sigiiilieant daoijgc to all of 
our systems e.vcept those 
proiecledhyM’C.TkeM'C 

C. Jeffrey, C. Jeffrey I'.ng. 
■AVI’, has virtu.illy 
ehmin.iled doumlone in our 
corporate network... ~ 

Knit Koemer, Searle Corp. 

processing payroll: If not for 
K’l- would have had a 
walkout!" 

.Suzi lliggasim. 057 Inc 



Home ofpcc user Don Traiix 
knows firsf hand ahouj APC 
reliahilily; “It ought to he 
agaiiid the l.iw to buy a 
■compiiler wilhoiil an APC 
llack-StPS 2.10. 1 recently bad 
a dirijl lightning hit right 

compiifer never blinked." 

"APC lets me sleep better at 
night. How much would 
you pay to gel hack that one 
flic you worked .ill day to 
complete for the hoss who 
gels on the plane at StOU 
a.m} you should assume 
lh.ll you’ll Imya UPS. not 

that It's some luxury item . " 
fi. Morelia. Veslinghouse 
"/I power surge wiped out 
the PAT tables unall PC’s 
not protected by APC. \'ow 
have APC installed on all..’’ 
Craig Past. Comm. Tech. 

UPS 

I had to put III at least two 
Inird drives. It SIOOI). With 
APC prodmls...no new hard 

S, I’oreman. iSP 



Free 60-page 
handbook 


n 


What are the causes and efft 
of power prohlemsf The mo 
conimuii power protection 
mislakcsl Call for your free 
handbook today! Please 
reference Dept HI. 


J 


AMERICAN POWER CONVERSION 

800-800-4APC 

401 ■788-2797 fax / 800-347.}--AXX [axhack 
I.U Fairgrotiiuls Rci., W, Kiiigstiui Rl 02892 USA 
A liuhlicly-traded company (NASDAQ: APCC) 





Desert Fox Hunt 





G enerals Auchinlek, Monlgonieiy, 
and Patton all won tanijjaigns in 
the North African desert, yet none 
have the almost mystical appeal of 
Prwin Rommel, 'The Desert Fox. 
Daring, charismatic and inspiring, he 
paved the way for a new kind of mobile 
warfare which would hardly be surptissed 
until the Israeli Army (and later 
Schwartzkopl) elevated it to a deadly art 
liirm. Gamers dying to capture the essence 
of the Desert Fox’s campaigns, however, 
often find themselves lost in a sandstorm 
of j)oor design and documentation. 

'I'ubnik: The veiy name conjures images 
of strength, of struggles in a faraway land. 
Several games have tried to capture the 
spirit of the many battles fought around 
tills strategically located port, but few 
have succeeded. 

Kven the British engineers, those I'orti- 
fying maniacs, couldn’t have stived 
GDW’s epic Rom.mkl: B.vn t.i-s i-or To- 
Hiu K. It tried to succeed on both tactical 
and operational levels, lailing misertibly 
on both counts. Incredibly, the game was 
so overloaded with detail that it dwarfed 
even high-end board wargames in com- 
plexiiy, wiih- 

/i\ -■ out 

^ 3 ■■ 

BLOOD & SAND Auchinlek and 

Rommel duel from exotic Bir el Gubi ^ „ . 


adding to play value. While the 
occassional ctipy can be Ibund 
in bargain bins, this is not a ti- 
tle to start your WWll desert 
collection with. 

Two older games that have 
aged a little better are Rommiu. 

AT Ga/.\ia aiifl R()^tMl■a. at El 
Aiamkin. Simulations Canada’s 
notorious lack of graphics works 
ivell here, like old black-and- 
ivhite silent films. As a campaign 
study, the combat is akin to a 
naval action, with the ebb ;md 
flow depeiuhuil on realistic 
command control and fog-of- 
war restrictions. For a dillerenl 
take, you might tilso try SSG’s 
Baiti.IvS I'OR Norih Ai-'RKA, an- 
other in the li/illl('fr(»il system. 

Novastar Games 
has re-released 
KNKUi'fs or 'lilt; 

Dlskrt, but despite 
the game’s mati\’ 
awards, it hasn’t 
aged well. C.CW 
found the interlace 
aw'kward when re- 
leased, anti lime has made the static and 
ponderous pace of jda)’ even more ttppar- 
ent. Pass this one by for some 
Kroegepl.andrey Civil War fare instead. 

When riding a lank down memory 
lane, it’s hard to ignore Sid 
Meier’s old DrcisiON In 'Fiik 
D rsiatf. F.d Bever’s research pro- 
vifles a solid base upon which 
Meier can work his usual game- 
play magic. 'I'he im])oriance of 
sujDph’, mechanized tn'erruns and 
other asjjecis of desert tvarl'are are 
blended well enough to give a 
broad Iml accurate view ol' the 
campaign, while also being N'astly 
entertaining. F'ans of Sii^ Miur.R’.s 
Civil. IZAI ION will hardly be .sur- 
that this design has held 
hie its dated look. 

If you can’t take the big graphic siej) 
backwards, you ha\’e ttvo choices: Cf)n- 


Major Battle 
General); Gazala (Rommel at Gazaia, Operation 
Crusader); El Alamein (Rommel at El Alamein, 
Panzer General); Operation Torch (Panzer 
General); The "big picture" in Clash op Steel 
also shows the limited resources available to 
both sides without bogging down in minutiae. 


tent yourself with the 
eminently entei'tain- 
ing Panzkr Cr.NKRAi,, 
or for more robust 
historical flavor, pick 
u]5 a copy of Oi'LR.a- 
iioN C:rl:.sai)KR. Tliis imirriage of Atomic 
and Avalon Hill results in one of the 
llnesl views ol' desert warfare ever con- 
ceived, and is remarkably weli-l'ocused 
and slimuialing. Designers 't’oung and 
ZahalaoLii (V For VK:■r()R^■) are released 
from their European shackles, and their 
system proves much more suited to the 
free-wheeling conflicts of the AlVican 
siiiuls. Suj^ply, reconnaissance, and 
weather rules are appropi'ialely intricate, 
but the elegant interface makes them less 
ohinisive — combat and tur missions are a 
breeze. Fa'cii the sequence ol phiy has a 
streamlined feel, supported bv exceiicnt 
documentation and sumpinous S\'GA 
graj)hics — all of vvbicb give the ajDpear- 
ance of a lean and mean FaHihar ready to 
roll down the coast to Alcxaiuh'ia. A good 
A\ {much better than V l•()R V), plus one 
of the best systems for e-mail pkiy, make 
ibis a must for any as|jiring Desert Fox. 
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<;:<> ifliiiy ) to iiiiiyy > 

will AN iini WMUUOll. 

FOR llFiy.. 



mrs JUST one: of hunokeds iviio mw watitvo to 

TAIiE YOU ON ~ ON tiENDi; MUUm’IAYm OAH^IES. 


If you’re a box sim pilot, It’s time to fight for game every time. Not into sims? GEnie tea- 
real. Time tor multiplayer Air Warrior’ on tures 21 other muitipiayer games, inciuding 
GEnie. With up to 100 aces oniine at a roie piaying games and casino games. To 
time — some of them reai fighter jocks— sign up oniine, turn on your modem and 
you’li have the dogfight of your life. And dial 1-800-638-8369. Enter JOINGENIE at 
because all GEnie multiplayer games tea- the prompt. When asked for the offer code, 
ture real opponents, you’ll play a different enter RAP234. 

FOR UP TO 17 FRKK GAME HOURS* 
GALL l-a0()-63a-9({:i6 

Ti)i) i'n()o-2;{a-»i72 ti'ou riii: iihahing impaired) 

•Some restrictions apply. Must be over 18 years ol age to subsaibe. For games to be free of charge for up to 17 hours, user must observe the tollowing: 
play in non-prirre lime (between 6PM and SAM ESf); access speed must be set at a maximum of 2400 baud; user mu^ dial into a local access node; 
remain solely in pning area. Ottmise, normal GEnie usa^ fees may be incurred during the 17 hour complimentary period. This offer is in lieu of all 
otheroffers,andislofnewajbscribersonly. Addital fong-distance phone charges may apply. Available in USandCan^ only. 0flerexpiiesli31/95. 
CyberSlnke and G^nStone III are trademarks of Simutronics Corporation. Air Warrior is a registered trartenatk of Kesmai Corporation. Harpoon is a 
trademark of Game Designers Workshop, Inc. All other names are trademarks or ^ce marks of their respective owners. 
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War At Sea 


N aval actions in the European clie- 
ater of WVII lack the grand sweep 
of’ those in the Pacific. After W\l, 
the Versailles treaty reduced the 
German fleet to a mere shell, so 
there would be no /t<//f/>?r/-like showdow'ti in 
the Atlantic. Mediterranean conflict cen- 
tered on e.scorts for transports and supplies 
sent from Italy to North Africa; but even 
then, Italian ve.ssels were more inclined to 
stay in port than in battle formation. 

For surface combat in the Western Hemi- 
sphere during VWII, there is really only one 
place to turn: ’llie GitivVi' Naval 15A'i'n.F.s se- 
ries from SSI. GNBl looks a bit dated now 
but is still quite good. Although it may occa- 
sionally l)og down in excessive detail, GNBl 
still offers enough solid entertainment to 
balance the fnislration. The numerous ex- 
pansion disks, Sui’t: R Si tire oi- 'n il-: Aii-an'iic, 
America in 'riiK Aii-antic, and Scenario 
Builder, add both historical and hypotheti- 
cal ships, several new missions, and better, 
sorely needed, campaign AI. GNB2 strictly 
covered the Pacific 'Fliealer and was a huge 
disappointment, 'llie oveiltauled AI .still had 
huge strategic deficiencies, and the minutiae 
swelled to the point where gameplay basical- 
ly capsized and sank, 'lliough the upcoming 
GNB3 is also Pacific-oriented, it will oiler an 
improved interface, scenario editor, and 
ship editor. Also, its 


SEABIRD'S EYE-VIEW 
Submariners will have their 
fill of undersea action with 
Aces of the Deep and Silent 
Hunter. 




SVGA graphics, complete 
with pyrotechnic ex]5lo- 
sions and gun flashes, are 
better than e\'er. 

Otherwise, fleet admi- 
rals are I'educed to the 
text-based naval simula- 
tions of Simulations Cana- 
da. Kriegsmarine; 

Tactical Naval 

COMHAT in the 

An^WTic: 1939- 
1 945 features a va- 
riety of scenarios 
w'hich are largely 
played by sending 
and receiving radio messages al'tei' establish- 
ing mies of engagement tuid j)lotting move- 
ment on a map. Kriegsmarine doesn’t have 
any bells and whistles, but it is veiy enlight- 
ening as a command simulation. 

^\1lile surface ship commanders may 
find scarce waves on which to set sail, sub 
captains will find several silicon opponents 
to fill their periscope sights. Deadly 
Games’ U-bo.-\t is a simple, light simulator 
which is actually more realistic than it at 
first appears. Audio feedback drives the 
game, as you listen for the propcllei' nois- 
es of enemy ships, the launching of torpe- 
does, the reports of your crew, or the 
dreaded ex- 
plosion of a 
nearby depth 
charge. Even 
the spai'sc 
graphics add 
to the au- 
thentic feel 
of Rene Vid- 
mer’s suc- 
cessful game 
design. 
Novalog- 

ic’s WoLFPACiK has received a 
facelift, and it is now a^’ailahle on 
Mac CD. ^VoLFFA(;K ^vas somewhat 
unique when released (allowing 
you to command either subs or es- 
corts), hut the graphic and game- 
play enhancements still leave this 
game way behind the current state 


of the art. It’s hard to tell 
for whom this product is 
intended: It can’t chal- 
lenge tlie best games in terms of realism, 
and it ccM'tainly lacks the sheer fun of 
S 11 .ENT Ser\’k;e II, the I’acific Theater sub- 
marine simulation fi'om MicroProse. I’d 
hale to think that Mac gamers have to set- 
tle for a rehashed 4-year old product just 
to gel their submarine fix. 

The cjuimessential undersea simulation 
is certainly A(;i-:s gfthe Deef, which so au- 
thentically creates the dark and cramped 
environs of a W^VII German sub that you 
suspect Dynamix of conspiring with claus- 
trophobic architects in the design. The AI 
of the enemy escorts is incredible, the tor- 
pedoes are modeled accurately, and the 
camjjaign mode is as close to the life of a 
U-boat captain as anyone could wish. 'Fhe 
C'.D version has interviews with Otto 
Kretschmer and other U-hoat comman- 
ders, one ol’ the best example of “multi- 
media enhancemeul” we’ve seen yet. 

Upcoming products include the add-on 
missions disk from Ace.s of the Deef, 
which will allow you to sink Allied tonnage 
in the Mediterranean and command the 
advanced Type XXI U-boat. Also, SSI’s 
ujTcoming Silf:nt Hunfer, with its light- 
sourced graphics (modeled from detailed 
jdiotos of the interior of a U-boat), looks 
like it will be a Pacific counterpart to Acus 
OF THE Deef. In addition to the extensive 
torpedo and dive models, the game even 
includes detailed views of each harbor you 
sail into. In any case, naval enthusiasts will 
have plenty ol'WWII sub sims to fuel tlieir 
combative fires for the upcoming year. 





THE MEEK TRULY 
VILL INHERIT 
THE EARTH. 

BECAUSE THAT'S 
WHERE THEY'LL 
ALLBEBURIEO. 



In the not'SO'distant future, there will he new weapons. New communications. New technologies. And with it, new 
rulers who are more ruthless than ever before, with the same goal that’s been around for centuries - world domination. 
Conotmand Sc Conquer"* is coming soon. Which side 'wiU you be on? 


Curious? Contact Westwood Studios on the Internet at mfo@Westwood.com or at WWW@West^od.com 


». COMMAND 8; CONQUER is a trademark of Westwood Studios, Inc. ©1996 Westwood Studios, Inc. All rights reserved. ■71rgln is a restored trademark of 'Viren Enterprises, Ltd. 
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All Violent On 
The Eastern Front 



G iven tlial Ojx'ralion Barbarossa was 
llic largest land camjjaign ever un- 
dertaken, both in terms of men, 
niiiieriel and sheer geography, it is 
hardly sin'in'ising tinil there are 
more games avaihible on this subject than 
any other VII exercise. 

'Hie stereotypical image oi'Oper- 
aliini Barbarossa is tlnil oCa lean, 
metm, prolessional German Army 
running rampant over a Initiber- 
ing, bumbling Soviet behemoth. 

The best gaming example of this 
was Chris Crawford's E.-vsi'tiRN 
Fron i; where — believe it or not — 
the A1 Ibr the Russian side was re- 
stricted to 8K. ol' memory. During 
testing, it was found that the Russ- 
ian units were retreating knmrcl the 
Cerman lines. Since this made the 
A1 a tougher opponent — if hardly 
more com|)elent — CrawRaxl wisely 
left it in. Recent Kastfroiu games 
claim to ha\’e left the Eas'I'I'.rn 
Fron t days behind; but to chal- 
lenge the mostly hardcore gamers 
who retrace the treadinarks of von 
Manstein or Zhukov, theAI still has 
a way to go. 

Oddly enough, one A1 that has 
held u|) reasonably well is Caiy 
Grigsby’s venerable IvAMi'R.Ria'i’K. 
Although respected on the Apple 
and IBM, the game reached its 
])innacle on the Amiga, with stereo explo- 
sions adding a lot to the enjoyment. The 
variety of units — Waspa self-propelled ar- 
tilleiy, T!TI/S5 tanks, Helzer tank destroy- 
ers, and even llame-throwers — all helped 
to make (his the first WTVl! tactical com- 
puter game that could be taken seriously. 
II' you can ignore the gra|)hics, it’s still fun 
to go l()r Kiev one more time. 

Other re-releases from the SSI “Grigsby 
Files" are more of a mixed bag. Second 
Front's division-level scale seizes up the 
huge expan.se ol’Rus.sia in manageable fonn, 
but has single units taking out well-en- 


trenched, inoi'e numerous delenders. Worse, 
the sti'ategic A1 has severe problems, which 
often come into play just as the action is heat- 
ing up. War in Rti.s.siA, the follow ujj, re- 
moved some ol' the more unrealistic aspects 
of Second Fron't, but tried to do so much 


One data-intensive design that woi'ks 
well as both a simulation and a game is 
HPS Simulations’ 'FiCERS ON the Prowl. 
Since its original release, designer Scott 
Hamilton has imjjroved the interface suffi- 
ciently to make tliis worth the steep learn- 
ing curve. Tile treatment of 
training, morale and other “soft” 
factors add a lot to the \WI1 feel, 
particularh' in scenarios set late in 
the war, where the outnumbered 
Welmmclit must coordinate difficult 
delaying actions and couiiter- 
thmsls. The detailed rules include: 
flames which spread according to 
prevailing winds (giving “firefights” 
a whole new meaning); penetrtition, 
angle of impact, and clellection of 
shell hits; snpj)ression fire; night 
engagements: and the clillicuhies of 
act]uiring targets on smoke-lilled 
battlefields bel'ore the advent of 
high-tech sensing devices. For these 
reasons and because of its strong 
computer opponent, TicERS is a fi- 
nalist for CGlFs Premier award for 
Best Wargame of 199-1. 

Before the advent of Ticers on 
n IE Prowl, the owner of the ultra- 
realistic Fastfront throne was Fire 
Bricade. Panther Games started out 
as a boardgame 
producer, but 
the lilies to their 


that it lost the ele- 
gance that had 
been Grigsby’s 
streiiglh. Haul- 
ware information 
dominates over 

command and control considerations, or 
even reliability. For instance, the T34/85 is 
inferior on both attack and defense to the 
Ti"er tank, even though the latter had badly 
slojied annor and .snllered chronic mechani- 
cal breakdowns. For a great strategic-level 
Grigsby game, tiy his viagnam opus P.AOiEtc 
War instead. 


sdfCiASH OF Steel, 
Panzer General), Kiev (Kampfgruppe, Fire Brigade), 
Budapest, Caucasus, Moscow, Kursk, Sevastopol (all 
Panzer General), Drive On Stalingrad (Clash of Steel, 
Stalingrad); Also. Tigers on the Prowl does an excellent 
job of recreating just about any major Eastfront battle. 


warganies even- 
inally became so 
complicated 
that even hard- 


core gamers 
were intimidat- 
ed. So, Dave O’Gonnor adapted his GLI- 
MACS movement, combat and command 
control s)'stem from Trial of Strength to the 
computer. The IBM views of Kiev and the 
sitiTounding area look dated, but the Mac 
and Amiga graphics are still preil)' good 
(considering the game came out in 1987). 
Operational!)', Fire Bri(;,vde j^ltiys a lot like a 
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STALINGRAD X 3 Gamers 
may relive the drive to 
the Volga (clockwise from 
above) operationally in 
Clash of Steel, try grand 
tactics in Atomic’s 400 
meters/hex Stalingrad, or 
get down-and-dlrty at 
squad level with Gary 
Grigsby’s Steel Panthers. 


complex SSG giTiiic — noL SLirpi'isingly, since 
SSG’s Keating and Trout gave freely of their 
lime and advice. A lot of the information 
which g-ainei's take loi- gi-anted in later de- 
signs, such as in V FOR V, was j^resent in ear- 
ly l()nn here, with lots of reports and various 
intelligence available from the front. The 
fighting around Kiev in 1943 is portrayed 
through a number of scenarios, playable 
from either the German or Russian side, 
'llie research is very good, and the AI — ^with 
the help of a few irick.s — provides a good 
enough opponent to capture the essence of 
the campaign. What’s really amazing is that 
a game this old supports modem play. It 
predates Panzi'.r Gi^Niawi. by seven years in 
having role-playing elements, as you receive 
commiinujiais, medals and sometimes even 
dismissiils, from Stalin or Hitler. So why was- 
n’t Firk liRic.ADK a tremendous hit? It was 
simply too far ahead of its time, especially 
for the limited IBM of yesteiyear. With a 
fre.sher interlace, better graphics and a hot- 
ter topic than Kiev, this system might still 
have some potential. 

Of course, the best-known operational 
system to date has been Atomic Games’ 
FOR Victory, soon to be re-released by 
Avalon Hill. VFLiKiYt Luki is a fine exam- 
ple of why this series raises ambivalent feel- 


ings in wargamers. 'I'he gorgeous SVGA 
graphics form a backdrop for tlie quintes- 
sentially boring Ru.ssian camjTaign. Al- 
though the basic .system is sound, i T - 
the unit scale is inajTpropriate 
here. I'lie pace of the game is?^^ 
sluggish, with one of the mo.st in- 
ept computer opponents for any major re- 
lease. Unless you absolutely have to own 
ever)' Atomic design, jTass this one by. 

S'tAiJN(;R/\D is another matter entirely, as 
it features llirea didereni scales in the same 
game; One tind three kilometers for opera- 
tions, while the tactical view is 400 meters 
per hexagon. Multiple scales in wargames 
are ollen like sj)lil-level houses: they look 
cool when you put your money down, but, 
once sold, (he designer doesn’t have to wor- 
ly about the waste of sj)ace...or lrip|)ing over 
ill-placed stairs (or rules systems) while you 
acclimate to your new environment. Wliere- 
as Cri'.s.-\1)F.r kept the unit density low and 
thereby gtive the AI a lighting chance, Stal- 
ingrad is .so huge that the computer oppo- 
nent simpl)’ can't mount a coherent defense. 
I’m sure that there will be gamers who will 
rhap.sodize over SiAi.iNGRU), seduced by tbe 
familiar g.une system, the sexy graphics and 
the chance to relight one of the great battles 
of histoiy. But while 1 applaud the design 
team for trying to be innovative, I 
can’t help but leel that, this system has 
seen better days. 

Although many strategic-level 
games sputter when attempting to 
recreate campaigns, Gia.sit of St'EFI. 
is a notable exception. 'Fhe lat- 
est version improves the 
Russian defense so well 


cakewt 
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onger a 
alk 
the 
Germans, 
he Drive 
on Stalin- 
grad ofl'ers a 
very broad. 


STEEL PANTHERS 

• • ‘ If you’ve ever played a tactical 

wargame, chances are, you’re fa- 
} miliar with Panzcrblitz and the 
host of imitators it spawned. Aval- 
on Hill never got around tf) publishing 
a computer version, but SSI did a good 
job of capturing that same spirit with 
Panzer Strike, which included an edi- 
tor to create your own small-unit VWll 
engagements. Over seven years later, 
Steel Panthers brings Gaiy Grigsby’s 
design up to current standards, while 
maintaining the fun of the original. In 
fact, the game feels a lot like a squad- 
level Panzer General, with leaders 
gaining promotions and experience as 
drey move through a campaign. Line- 
of-sight is handled cleanly, and there 
are a wide variety of unit types, includ- 
ing engineers, Panzeifauxt scjuads, and 
of course, tons of tanks. The scenarios 
range from France ‘40 and Berlin ‘45 to 
Stalingrad and even the Pacific, but the 
feel is Eastfront through and through — 
which means a lot of potential enjoy- 
ment for Panzer freaks eveiywhere. 

but pretty accurate, view of the danger 
Paulus’ 6th Army was in when it allowed it- 
self to be tied down in building-to-build- 
ing fights against a very determined 
Russian opponent — an excellent two-play- 
er contest. 

The most accessible game for any 
gamer interested in the Eastern Front is 
P.anzer General. Suiprisingly, the simple 
learning curve doesn’t compromise the 
AI, which is more competent than in many 
games of much greater complexity. The 
intent is obviously to emphasize playability 
over realism, and it doesn’t always work 
perfectly. Kursk is a wild armored melee, 
closer to the German ideal of die battle, 
instead of the niinelield-rich horror that 
the Wehrmacht had little chance of w'in- 
ning. But at its best, I^anzf.r Geneilm. of- 
fers a widely eclectic array of battles for 
the Eastfront connoisseur. Sexmtojwl intro- 
duces the Black Sea Meet, Caucasus is a 
classic slugfest, and Budapest shows both 
German defensive brilliance and the 
monolithic sweep f)f the Russian oll'ensive. 
Moscow has a bit of everything: aerial 
struggles, desperate tank duels, fortifica- 
tions galore, and tlie infamous Russian 
rocket artiller)', all of which combine to 
make this a fine stand-alone battle, or the 
fitting climax to any Russian campaign. 
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Shhh . . . It's a secret ... We cannot disclose 
the hidden word, it’s up to you to solve it. In 
addition to the myriad of word puzzles, ZIg Zag 
offers another exciting twist to the game, a word 
game adventure. The solution is near, each puzzle 
brings you closer to completing the grand 
adventure. 

Right letter and location, you got a Zig . . . Right 
letter ... you got a Zag. A few letters to go . . . 
Can you deduce the word before the puzzle ends? 
Prepare your deductive powers as you embark on 
the ultimate word puzzle adventure game! 


"A word game that you can't put down” . . . 
"Non-stop entertainment for the whole family” . . . 
“A unique word game with adventures as well” . . 

• Intuitive Interface 

• Enormous built in Dictionary 

• Player History 

• On-line Hints 

• 4, 5, 6, & 7 Letter Words & Numbers 

Circle Reader Service #354 


"Zig Zag” computer game is for IBM PC. 
It can be obtained through your favorite 
retailer or call: 

1 - 908 - 788-2799 
or by writing to: 

QQP-495 Highway 202 
Remington, NJ 08822 

Copyright 1994 Q.Q.P. All rights reserved. 
IBM is a trademark of International 
Business Machines. 



D-Day And Beyond 


B y mid- 1 944, the Axis had been 
driven out of Nortli Afi'ica, the 
Russians were reclaiming hun- 
dreds of miles of lost territory, 
and tlie Italians were well on their 
way to being out of the war. Yet Germany 
still controlled France, The Low Goun- 
tries, the Balkans, Denmark and Noiway, 
Having learned from their capture of Sici- 
ly, the Allies planned an even bigger oper- 
ation to break the back of the 'Lhird 
Reich: D-Day, the most ambitious am- 
phibious assault in histoiy. 

Eveiy strategic-level W^VII game must 
have a D-Day of sorts, but to get the feel 
of the Normandy invasions, an opera- 
tional approach is best. Impressions 
takes this almost to extremes with D-Da^’: 
Till'. Bi'XaNNiNG OF THE Eni). The system 
is pretty much Blue 8c the Gr/W meets 
Eisenliower, with all the micro-managing 
that entails. Now, there is a certain viscer- 
al thrill to pushing tank units foi'ward to 
meet the enemy, but moving them all in- 
dividualh’ — especially after large num- 
bers are ashore — quickly becomes 
tedious. If you have the patience, D-Day 
has a much better AI than other 
Grabowski designs, and the shorter sce- 
narios are fun in two-player mode (hot- 
seat only, no modem). 

A more traditional approach comes 
from Atomic Games, where Gold-Juno- 
SwoRD and U tah Be.\cii look amazingly 
like board wargames — only better. CijS 
was the last of the V for Vicrroio' series, 
but was released too soon by 360 Pacific 
to be the jewel it could have been. The 
computer opponent is poor, and even 
with two human generals, the German 
forces are so outclassed that the game sim- 
ply isn’t enjoyable, despite the obvious 
technical achievements of the design. 

With Utah Beach, however, the con- 
cept was still fresh, and the designers’ en- 
thusiasm for their subject translated into a 
wonderful game. The AI, while not great, 
put up a decent fight, and it was actually 



possible to drive 
the Allies off the 
beaches with a lit- 
tle luck, or for the 
Allies to break out 
of the beachhead 
early and race to- 
ward Paris. Both 
sides have several 
opportunities to 
attack and de- 
fend, making for 
an excellent two- 


Normakdv. 'File same awenfs apply here 
as in the parent Ba’I'I'I.efront system, but 
there are several battles here not found in 
any other notable game, in particular the 
savage lighting on Omaha beach. 

If the SSG system doesn’t simulate con- 
fusion on the battlefield w'ell enough to 
suit your tastes, tiy Market G.-vrden, an- 
other good game in the V for Victory se- 
ries. Regardless of whether you play from 
the British or Cierman viewpoint, chaos 
reigns throughout, with pockets of desper- 
ate lireiiglits scattered about the battle- 
field. That the game is actually interesting 
and fun to play despite all this is a tribute 
to the design, which includes several en- 
hancements over Utah Beach. Because of 
the nature of the battle and the complexi- 
ties involved in simulating it, this is not a 
game for novices, but it remains the best 
way to appreciate this controversial cam- 
paign. Although Market Garden was 
somewhat buggy when released, this 
should be taken care of in the upcoming 
re-release by Avalon Hill. Those who are 
on-line cotild tiy a dilferent approach to 
Opeiution Market Garden, the Multi- 
Player Games Network conversion of 
GDW's boardgame. The double-blind as- 
pects, tedious in the boardgame, are su- 
perbly suited to the on-line format versus 
another human general. 


Major Battles/Campai 
(Utah Beach); Breakout & Pursuit (BAntES in 
Normandy); Operation Market-Garden (Market- 
Garden); Battle of the Bulge (Battlefront, Panzer 
General); Fall of Berlin (Panzer General, Tanks!) 


player contest. Tlte packaging is excellent, 
particularly the documentation, wliicli is 
thorough and remarkably candid about 
die strengths and weaknesses of the game 
system. If you’ve ever wondered where Op- 
EiUTiON Crusader and S'ialincr-ad had 
their origins, Utah Bi-ac;ii is a worihwliile, 
enjoyable romp dirough gaming liistoiy. 

If you are among those who can never 
get their fill of tanks, give Deadly 
Games’ M-4 simulation a try, The first- 
person graphics are weak, but the audio 
includes enougli authentic-sounding ra- 
dio chatter to give you more than enough 
images of approaching enemy armor, 
'fhe scenarios are OK, but die campaign 
gives a fun mini-tour through 1944 
France and Belgium, including small ac- 
tions unavailable in any other game. The 
copious feedback includes medals, pro- 
motions and replacements, enougli to 
keep any gunner’s 75nini warm, happy 
and ready for instant Windows action. 

Altliough the V eor V series dues cover 
the post-D-Day fighting, to really get tlie 
essence of fighting in the borage, you’re 
better off with SSG’s ancient B.-vrn.E.s in 
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a Land of Five Kingdoms, the 

L amulet known as The Hand was shat- 
tered into five pieces and hidden through- 
out the Far Reaches. Dark magic spread 
and the evil wizard 
Torlok began his reign of terror 
and suffering. 

Now, the fate of the Five 
Kingdoms rests on Lathan, the 
last of the Argent Kings. Help 
him fulfill ancient prophecy as 
you set out on an interactive 
adventure like nothing before. 

From the creator of Dragon’s Lair^^^ 
comes an all new fantasy adventure. 

With epic animation and a lush 


from musicians who are best known for their song 
arrangements written for Walt Disney Feature 
Animation; it’s an incredible experience for the 
entire family. 

• Different story line each time you play. 

• Over 57,000 hand-painted 
animation cels are captured 
in full-motion video making 
his a stunning visual journey. 

Professional voice actors 
the story to life. 

Simple point and click controls, 
with multiple difficulty levels 
make play equally thrilling for 
players of all levels. 


Now Available for DOS CD-ROM"' 
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® 1994 Interplay Productions and Virtual ImaKu Productions. Tlic 3DO Compatibility Symbol 
and 3DO arc trademarks of Tlic .IDO Coinp.iny. Dragon’s Lair is a trademark of Starcom. 

All other trademarks arc propcnics of Interplay Productions. All Rights Reserved. 



See your local retailer, 
or call (714) 5.S.1-6678 


’^Coming soon to the 3DO Entertainment System and CD-ROM for Macintosh. 
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SUMMER VACATION The V 
FOR Victory tour begins in 
June on the beaches of 
Normandy, moves to 
scenic wartime Paris, and 
ends with stormy Holland 
in September, courtesy of 
Utah Beach, Golo-Juno- 
Sword and Market-Garden. 




Regardless of the {nilconie of Opera- 
lion Markei-Garden, ihe Allied pusli to 
the Rhine was inevitable. Part ol' ilic 
breakout from the beachheads is cov- 
ered in tlie scenarios i'oiincl in Ciary 
Grigsby’s WtSTKUN Front (SSI), Inii the 
same reservations apj)ly as in Si-ICONO 
Front. There are no comprehensive 
studies of, say, Patton and the 'I'hird 
Army as yet, but llie sequel to P.AN/.iiR 
Gknerai. may take care of this wargam- 
ing dilemma (see page 62). Until then, 
we must be content with scenarios ol' the 
Battle ol the Bulge, one ol’the most-sim- 
ulated subjects in all of wargaming, 
(Noted boardgame designer Danny 
Parker has Ibrged a career from virtual- 
ly nothing but Bulge games.) Whether 
the Germans, in retrospect, could have 
won seems largely irrelevant. F.ven 
though the Bi itish, Ckinadians and other 
Allied forces were involved, the Bulge is 
l emembered largely as an American bat- 
tle. This viewpoint is rellecied hy most 
games on the subject, which center on 
the fighting around Bastogne. 

Once again we lind that older is olten 
better, as Ba’iti.ETRONT does a good job of 
showing the stubborn US I'esisiance lo the 


German advance at Baslogne. This 
scenario ck)es artificially restrict the ac- 
tion, but is one of those rare duels-to-the 
death actually worth the trouble. The vic- 
tory conditions are simple but reasonable: 
Hold the town of Baslogne, and destroy as 
much enemy ai'inor as possible. For quick 
and dirty action, this has been little sur- 
passed in the past seven years, The up- 
coming Tin; L\s'!' Blitzkrieg promises to 
be the B.vitletront of the ‘90s, but in the 
meantime, Baslogne will seiwe as a good 
appetizer. 

Chris Ca-awfoi'd’s Patton S'Trikks B,\c;k 
(Broderbund) was a noble experiment, at- 
lempiing to provide an entertaining game 
with a teaching tool on the Battle of the 
Bulge, Problem is, the “coffee-table book 
on a computer” approach used here does- 
n’t give enough insight into the Bulge — if 
you want a good WWII educational CD, 
try Normandy: The Grea't Crusade by 
The Discovery Channel instead. The elu- 
sive “rest of us” that Crawford was report- 
edly Hying lo reach ended up confused by 
the clunky combat and movement sys- 
tems, with novices and grognards alike 
quickly coming to the conclusion that as a 
game, Pa'I’TON strikes out. 

Although it doesn’t contain the overt 
nudtimedia elements of Pa'TTON, the 
Bulge of Panzer General is both eerie 
and strangely compelling, especially 
when played as part of a campaign. Be- 
cause of the ambitious timetable im- 
posed by the German General Staff, 
it’s easy to feel the sense of des- 
peration which gripped the 


I The Last Blitzkrieg 

The major complaint I have 
WWII ctjmpuler games is dial 
\ they don’t handle breakthroughs by 
; mechanized forces as well as their 
! boardgame counterparts. SSG is Dying 
j to change all that with their upcoming 
j title The Last Buny-KRiEc;. Roger Keat- 
• ing and Ian Trout designs always seem 
j to have a strong computer opponent, 
} Tvhich should be augmented by the new 
I operational A1 developed specifically 
for diis game. Six scenarios and a cam- 
paign cover the Battle of the Bulge in 
: beautifully rendered SVGA detail. The 
! Operations Point system gives a fluid 
I feel as each battle commences, while 
i penalties from combat, tenain, etc., al- 
i low for die infamous traffic jams so im- 
; portant to slowing the German 
I advance. The aim of die designers is to 
' make this both realistic and accessible, 
; and they’re certainly off to a great start. 


secretly assembled forces launched at the 
Allied lines in the last German olfensive. 
Like a punch-diimk pi'izefighier past its 
prime, the Welmnacht tries to land one last 
haymaker. But the US Army had matured 
into one of the gi'eat fighting forces oftlie 
modern era, and generally proves more 
than a match for its opponent. 'Fhe best 
winning strategy is not readily obvious, 
making this a battle worth visiting again 
and again. 

The Fall of Berlin, as seen in Panzer 
General, is more backs-to-the-wall ac- 
tion; but this time, the inevitability of the 
Allied victoiy makes for a sobering sce- 
nario. It should be played as such from 
both the German, and, if you can con- 
vince someone to let you pound on them, 
from the Allied perspective in a two-play- 
er game. If you must play solitaire, Panz- 
er General has an incredible number of 
exotic weapons, such as the Me-2G2, 
which can sustain interest even while 
your forces are beingjustly pummeled by 
the victorious Allies. 

Tlie Tanks! version of a crumbling 
Berlin offers a viable alternative. Fhe 
fighting around the city seems to have a 
grittier feel, which is actually helj)ed l^y 
the lack of graphic sheen when compared 
to Panzer General. Moving Sherman 
tanks through the streets of Berlin, having 
just vanquished the last of the German re- 
sistance, is an important close lo any 
wargamer’s tour of Europe. 



Dial in, make 
new friends... 
and kill them. 







.1. Rt^j^fitwork Doom or Doom II in groups otup tOifour. 


Play Cooperatively or DeathMatch 


Modem support 14.4k to 28.8k baud^ 8-1-N 


Chat areas 








Online gamer's cyber mall 
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Download area with patches, demos, 
bug fixes, shareware, add-ons 


Featuring APCi MultiPlayer Game Server™ 



All the wads, all the editors, 
all the sounds, all the 
patches, all the utilities... 

DoomWare includes: 

More than 20 Doom front ends, Doom loaders, 
wadmnners. Doom menuing shells and wad 
managers, such as Dl, WadGod, DDOMLaunch, and 
DDDMLoader. 

Editing tools such as Doom Editing Utility (DEU), 
DeuTex, EdMap for creating and editing new Doom 
levels for your own entertainment or converting 
Doom I levels for Doom II. 

Underground documentation for all the Doom 
Game file specifications, cheat codes, strategies for 
single player, cooperative, or DeathMatch. 

Client software for accessing the multiplayer 
networks, head-2-head modem play, and Doom- 
oriented BBS’s. 

An archive of historical Doom shareware from Id 
Software, thousands of add-on levels, new graphics, 
sounds and hacks. 

DoomWare's CDGofer interface allows you to 
rapidly browse the entire contents of the CD, view 
file descriptions while browsing, extract, copy, and 
print-all from within the program. Dr play directly 
from the CD. 

Order your copy today! 

DoomWare CD $34.95 

DoomWare Bundle $72.95 

DoomWare & Doom II (full version) CDs (bundle available by mail-order only} 
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PREIVIIUIVI MULTIPLAYE 

; R NETWORK 



Chigago node: 708.833.0129 
Detroit node: 810.816.9191 
Information: 800.PLAYNET 



Also available at retail outlets 

For dealer inquiries, call 802-247-4250 



1 West Seminary Street, Brandon, VT 05733 


1 - 800 - 382-5656 

MaslerCard/VISA/Diner’s Club/cbeck/money orders accepled 
* Shipping and handling included. All orders shipped within 24 hours 
DoomWare requires registered verson of Doom or Doom II 
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The Big Picture 


F ighting through the nibble of Suil- 
ingracl or silently descending, 
chutes unfurled, to drop down on 
Crete, is a wonderful challenge. 
Completing a camptiign in P.anzi:r 
Gkner-AL is tindeniabl)’ satisfying. Yet as any 
wargamer knows, there is an iiTesistible al- 
lure to fighting “The Whole War.” Several 
games have tried to harness that siren call, 
but their success has been as varied as that 
of the participants themselves. 

For a good introduction to you 

could do a lot worse than The Big Thiike. 
Big Time Software’s brainchild has been 
revamped by Alliance, and now has an AT 
to go along with the improved graphics. 
The Windows format ofi'ers more than just 
bug-free gameplay, as the simple but ef- 
fective interface also keeps the learning 
CLin’e to a bare minimum. The style of 
play is a combination ofd.vM & Allies, Third 
Reich and Just enough World in Flames to 
add spice, as gamers deal with diplomacy, 
strategic combat, supply and the problems 


of mobilization. The scenar- 
ios aren’t (juite up to CiASii 
oi' Steel standards, but 
there is always a place for a 
good beginner's game, and 
The BiG Three will have just 
about anyone campaigning 
across Europe in record 
time, Let’s hope that this 
modest success inspires 
Steven Jones to be more am- 
bitious with his next design. 

Of course, too much ambi- 
tion can get you in trouble, 
which is exactly what hap- 
pened to SSI’s Storm At:ROSS Europe. For 
instance, each of the waiTing countries are 
rated for “Stalin Sanity” or some other la- 
bel, which measures their insulation from 
politics. Tlie Gennan political advantage is 
ridiculous — simply because they are the 
bad guys, I suppose — as they can invade 
nominal allies like Spain or Sweden with 
impunity. There’s nothing wrong with- 
“what-if options, especially in a strategic- 
level game, but Storm At;ROSS Europe of- 
ten doesn’t make you pay for the 
consequences of your actions. A weird mix 
of abstractions (tactical air points) and 
unneeded complexity (lots of naval 
rules, with little resulting action) 
makes for a poor simulation of 
and a wor.se game. 

360 Pacific increased the 
simulation ante with High 
C oMMANn, by taking the 
old Colorado Computer 
Creations product and 
(Teshing it out 
with SVGA 

graphics and a 
toolbar inter- 
face. Such 
niceties could 
not, however, 
lessen the im- 
pact of one of 
the most need- 
lessly complex 


games ever released for the computer. Tlie 
sequence of play makes lhat of P.ACiFic War 
look accessible by comparison. The eco- 
nomic sub-s)’stem is a game unto itself, and 
the diplomatic AI seems to rely more on 
obfuscation than devious back-stabbing. 
Worst of all, after struggling through the 
overbearing documentation, you find that 
the heart of the game, ihe combat system, 
simply doesn’t work well enough to justily 
the level of detail. \\'hile two players can 
struggle along, it’s doubtful anyone will 
have the patience to fight through an entire 
war, and the AI is sadly inept. 

Another com])lex game with AI woes is 
hoping to finally emerge, wi'aith-like, from 
tlie mists which have shrouded its troubled 
transition to IBM shores. It’s easy to pick 
on Third Reich, because the AI for the 
Atari ST and Amiga versions was even 
worse than that of High Com.m.-vnu. The 
pleasant surprise is (hat the IBM version 
may actually do justice to this boardgame 
classic from Avalon Hill. As it currently 
stands, the computer has separate AI for 
strategic plans, tactically relevant objectives, 
and the destniction of enemy troops. Un- 
like former conversions, the IBM game ivill 
include virtually all of the board game’s 
rules, in the hopes lhat some of their mind- 
numbing complications ivill be tempered 
by the computer format. Even so, this is not 
going to be an easy game to leani. You jiust 
won’t have to worry about losing a game 
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because your opponent points out how you 
violated Rule ;57.5.3B, just as you were 
about to capture Berlin. 'Hie old graphics t;'' •*'***^ 
(mostly white) arc included lor grognards, 
with a new colored map for novices (as 
though an inexperienced player would 
even attempt this game). 1!' noted ASL guru 
Bob McNamara can pull this off, he 
should receive the 


ALLIED GENERAL 


Royal Clus- 
ter of Aval- 



SSI’s designers may not be wargaming deities, but they have 
risen to at least patron saints after the release of Pamzkr Genera],. The forthcoming 
sequel, Alued GeneR/\l, mates the core of the best-received wargame in nearly a 
decade with a unique multiple perspective. You may fight as either a 
Russian, British or American general, where you will have to develop 
flexible tactics to maximize the effectiveness of the variety of diflerent 
troops and equipment for each army. 'JTliis approach goes beyond 
even Panzer General in giving an overall view of WVII in Europe, 
and also offers even more opportunity for role-playing. After run- 
ning the Germans out of North Africa, for instance, you could either 
retire as a war hero, or like Montgomeiy, go after more gloiy at D- 
Day. Wliile there will be little change in the main game engine, 
more feedback will be provided through individual unit histories, 
complete with battle performance ratings for each formation. Bet- 
ter multimedia enhancements promises new life for those pint- 
sized archival WVIl films, and Allied invasion plans call for 
voice-overs rivaling those of their German counterpart. Over 30 
new scenarios and several campaigns are planned for inclusion, with the 
game’s release scheduled in time for Christmas ‘95, so save those Liberty' dimes! 


doubt that if you want to fight the entire 
war, from the stormy Atlantic, to the 
scorching North African desert, to the 
frozen steppes of Russia, Ch-vsH of Steel 
is still the liest overall. Some games are 
more realistic, and others have more daz- 
zling graphics, but few games in any genre 
deliver more of what they promise. In a 
faii'ly simple package, Clash nr Steel 
shows why Malta is so important to the 
outcome of the North African campaign, 
'file Italians are hai'd to use properly in 
the Medilei'i'anean, as they should be. The 
naval and strategic bombing inles are ab- 
stract, but integrate seamlessly with the 
rest of the design. Similarly, the Russian 
winter rules may be criticized as inelegant, 
yet it’s dilliculi to argue with how well they 
work, 'fhe entire game is designed for ef- 
fect, which Ctin result in some inaccuracies, 
but these are far from the egregious ex- 
cesses of other strategic W^VIl games. At 
least with CiA.SH OF Steel, it’s obvious how 
and why events unfold; the feedback is 
good for both veteran and novice alike, 
and brings them back for more. If it 
weren’t for CiASii of Steel, it’s doubtful 
that there would be a Panzer Geneiwl; or 
at least Panzer General wouldn’t be as 
good as it is. 

'I'o all those gamers who struggle on 
IBM, Mac and Windows beaches, light in 
polygon-generated planes, shoot from sili- 
con tanks, and cajole tired and often-pixe- 
lated infantiy to cajjlure each objective in 
their ])alh, w'e can only hope that your next 
gaming lour of duty will be as exhilarating 
as ours was. See you at the 75th Anniver- 
saiy oi'the Allied Victoiy in Eurojre... €r 


A Wargaming Tour Of WWII In Europe 


Game 

Year 

Theatre/Period 

Graphics Realism 

Solo 

2-Player 

Replay Overall 
Value 

Aces of the Deep 

1994 

War At Sea 

A- 

A 

A 

N/A 

A 

A 

Baoles for North Africa 1987 

North Africa 

D 

B- 

B- 

B- 

B- 

B- 

Bahlefront 

1986 

Blitz, East, D-Day 

D 

B 

B- 

B 

B 

B- 

Bahles in Normandy 

1987 

D-Day 

D+ 

B+ 

B 

B 

B+ 

B 

Bahle of Britain 2 

1994 

Blitz 

C- 

B 

C+ 

N/A 

C- 

C- 

Clash of Steel 

1993 

The Big Picture 

B- 

B 

B+ 

A- 

A 

A- 

D-Oay; Beginning of End 

1994 

D-Day 

B 

C+ 

C 

B 

C+ 

0+ 

Decision in the Desert 

1985 

North Africa 

C- 

B+ 

B+ 

A- 

B+ 

B+ 

Fire Brigade 

1987 

East 

B- 

A- 

B 

B+ 

8 

B 

Gold-Juno-Sword 

1993 

D-Day 

A- 

B 

C- 

C 

C- 

C 

Great Naval Battles 

1992 

War At Sea 

B+ 

B- 

B- 

B 

B- 

B- 

GNB Scenario Disks 

1993 

War At Sea 

B+ 

B 

B 

B+ 

B 

B 

Great Naval Bahles II 

1994 

War At Sea 

A- 

C- 

C- 

B- 

C- 

0- 

High Command 

1993 

The Big Picture 

A 

C+ 

D+ 

C+ 

C 

C- 

Kampfgruppe 

1985 

East 

D 

B+ 

B 

B+ 

B 

B 

Knights of the Desert 

1985 

North Africa 

D- 

D+ 

D 

D 

D- 

D- 

Kriegsmarine 

1989 

War At Sea 

N/A 

B-f 

B 

B+ 

B+ 

B+ 

M-4 

1993 

D-Day 

C 

C+ 

B- 

N/A 

B 

6- 

Market-Garden 

1992 

D-Day 

B-t- 

B-f- 

B 

B+ 

B+ 

B+ 

Market Garden Online 

1994 

D-Day 

B 

B+ 

N/A 

A- 

B+ 

B+ 

Operation Crusader 

1994 

North Africa 

A- 

A- 

B+ 

A 

A- 

A- 

Panzer General 

1994 

All 

A 

B 

A+ 

A 

A+ 

A+ 

Panzer Strike 

1987 

East 

D+ 

B- 

B- 

B+ 

B 

B- 

Patton Strikes Back 

1990 

D-Day 

B- 

C+ 

C 

C 

D 

C- 

Rommel At El Alamein 

1986 

North Africa 

N/A 

B 

B- 

B 

B- 

B- 

Rommel At Gazala 

1987 

North Africa 

N/A 

B 

B- 

8+ 

B 

B 

Rommel At Tobruk 

1985 

North Africa 

F 

D+ 

F 

D- 

F 

F 

Second Front 

1992 

East 

B- 

C+ 

B- 

B 

B+ 

B 

Stalingrad 

1995 

East 

A 

B- 

C+ 

B+ 

B 

B- 

Storm Across Europe 

1989 

The Big Picture 

C- 

C- 

C+ 

C 

C 

C 

Tanks! 

1994 

Blitz, D-Day, East 

A- 

B 

B 

B+ 

B 

B 

The Big Three 

1995 

The Big Picture 

B+ 

8- 

B- 

B 

B- 

B- 

Their Finest Hour 

1989 

Blitz 

8 

A- 

A- 

N/A 

A- 

A- 

Tigers on the Prowl 

1994 

East 

C- 

A 

B+ 

A- 

A 

A- 

U-boat 

1993 

War At Sea 

B- 

B+ 

B+ 

N/A 

B+ 

B+ 

Utah Beach 

1992 

D-Day 

B+ 

A- 

B+ 

A- 

B+ 

A- 

Velikye Luki 

1992 

East 

B+ 

B- 

C- 

C- 

D 

C- 

War In Russia 

1993 

East 

6 

C+ 

B- 

B- 

C 

C+ 

Western Front 

1992 

D-Day 

B- 

B 

6 

B+ 

B 

B 

Wolfpack 

1990 

War At Sea 

B- 

D+ 

D 

N/A 

D 

D 

WW2 Air Force Cmdr, 

1993 

Blitz 

8- 

D+ 

C- 

C- 

D 

C- 
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Welcome To Silverload, 
A Devil 0£ A Town. 


Folks don’t come to 
Silverload much anymore. 
A’int been no silver here in 
years. And when they do 
come, they don’t stay 
any longer than they 
have to. Missing 
persons? No, mister, 
a’int never seen no 
missing persons. Of 
course, folks here 
don’t pay much 
attention to 
strangers. Have a 
look around? Can’t 
say anybody isdll stop 
you from looking 
around, mister. Except 
the last man who came 
here looking for kin is 
buried over there on 
that hill. 


HVICTOKAI INC. 

22904 Lockness Ave. Torrance, CA 90501 
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Tired of playing games on a dinky little 14" monitor? Thinking 
about spending several hundred dollars to take the big jump to a 
1 7" display? Don't break out the plastic yet! Odds are that you 
already have a video display that's 25, 27, 32 inches or even 
larger located right in your living room. That's right, your TV. 


by John Brassit with Mike Owen 

T V OR NOT TV? That is i iik 

QUESTION, ONE WHICH WE WII.I. 
.Vri EMI'l' 'I'O ANSWER IN OUR RE- 
view of some hardware tliat 
transforms the VGA (Video 
Cirapliics Array) oiilpul from 
your PC to the National Televi- 
sion Standards Committee (NTSC) for- 
mat used by televisions in North America, 
Tliese hardware dcA'ices, generally known 
as "NTSC converters," are either exiernal 
devices ihat sit outside your computer like 
an external modem, or “bus cards” that 
you insert into your bus slots exactly as 
you would a sound or video card. With a 
simple installation, you could be getting 
the Big I’icture. 

But would yoti want to? As you’ll see in 


our re\’iews, N TSC converters work fairh' 
well for gaming, delivering a decent pic- 
ture on a quality 'V\’ set. But there are oth- 
er issues than visual quality to consider. A 
big one is logistics. To play games on your 
TV'’ will recjuire that you bring )’our TA'' to 
the computer or your computer to the TY. 
If you’ve got a spare TV in the house that 
you can tote into your den, you’re set. If 
you’ve got an enormous 'fA^ in the living 
room that can’t be moved, then you’ve got 
to truck your comi^uter and all its ]3erij3h- 
erals, which can be a ha.ssle. Laptop com- 
puters work best in this case. 

Another i.ssue is the type of gtiines you 
want 10 play. Graphically intense games 
like Doom or NASCAR R-vcing work very 
well on the T\^, but text-intensive adven- 


ture games might not. With a qualit)’ TA' 
set, reading text on-screen is line, but with 
a lotver quality screen, text can get washed 
out and grainy, and can strain the eyes. 

BEHIND THE SCREENS 

How does the NTSC conversion technolo- 
g)’ work? One of the reasons the PC to 
NTSC process works at all is that PC moni- 
tors and TV sets have the same 4:3 aspect 
ratio of width to height, as ojjposed to a 
movie theater screen, which is 16:9. The 
difference between the film I'ormal and the 
TY format is the reason for the black bars 
seen on ‘Tetterboxed’’ movies and the 
slightly distorted pictures of movies re- 
leased on tape. In the PC to TA^ conver- 
sion, there is veiy little picture distortion 
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Play tolVlli 

and yourself 



some 


M ake the ultimate move 
for serious gamers who 
know the score when it 
comes to buying computer 
gaming magazines. Subscribe 
to Computer Gaming World now and save 
up to 47% ! 


Score points and 
cosmic savings now 
with Computer Gaming World. 
We’re worlds apart from any other 
computer game magazine. 

• One year/12 issues - $27.94. 
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Every monthly issue brings you exclusive 
first looks at the hottest, newest games. . . 
the latest in multimedia, CD-ROM and 
interactive environments. Plus winning 
strategies, master clues, in-depth reviews - 
all the help you need to pump up your 
system and play out your fantasies on this 
planet and beyond. 


• Two years/24 issues - $49.97. 
YOU SAVE 47% ! 

Savings based on annual cover price of $47.40. 


CALL NOW TO SAVE UP TO 47% 
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clue to tills similarity in aspect ratios. 

A TV using the NTSC system has 525 
lines of resolution and displays 60 frames 
per second, vvith two frames per field. 'I'his 
means thelY display is interlaced, drawing 
eveiy other line on the screen 60 times a 
second. As tmyone who has ever used an in- 
terlaced monitor knows, this causes the 
scTeen to flicker, which is fine for the con- 
stantly moving images that T\^ normally 
delivers, but can be veiy apparent on a stat- 
ic scTeen display fi'om a computer. It is also 
worthwhile to note tliat 525 lines ofW res- 
olution translates to about 465 pixels of 
screen height and 620 of width, so acljust- 
ments must be made to the N'fSC signal in 
order to fit all of the PC’s 640x480 scTccn. 
Most of these NTSC conveners suppon 
tme color VGA (16.7 million colors); there 
are a few that only support 256-colors, but 
that really isn’t much of a drawback for 
gamers, since there are veiy few products 
cuiretitly on the market that use more col- 
ors tlum that an)^vay. 

Input to a T\^ set is mainly designed to 
be through RCA composite or S-Video 
(also known as Su|)er\TIS or S-\^-IS) jacks. 
The RCA jacks are single-pin connectors 
like those found in stereo systems, and 
combine chrominance (color) and lumi- 
nance (brightness) information in the same 
signal. A four-pin approach allows the S- 
video signal to separate the chrominance 
and luminance components, resulting in 
improved picture quality. If your W is an 
older model that doesn’t have input jacks, 
you will need to use a Radio Fretjuency 
(RF) converter to change the signal so it 
can be fed through the antenna leads, but 
be aware that this tvill result in further 
degiiidation of picture c]uality. 

For our tests we used a 26” Mitsubishi 
CS-2610R model television with RCA 
composite and S-VHS inputs. Our test 
computer was an IBM PC clone with a Di- 
amond S'l'E'iAi.'ni 24 VLB video card with 
1MB of video memoiy. The S’rn\i:i‘ii 24 
uses the S3 86C805 chipset, which worked 
with all the units except one. Just for grins 
we also honked up a Toshiba 4600C laj> 
top through its external VGA connector, 
and it produced essentially the same re- 
sults as our de.skiop system. 

Advanced Digital Systems 

GAME ZAPPER 

The first product we reviewed was tlie 
GamIl ZaI’I’LR from Advanced Digital Sys- 
tems, which sells for about $78 through 


direct mail. Besides being the smallest 
(palm-sized) unit we looked at, it’s also 
the least expensive, selling for about. .1?7() 
less than the next cheapest unit. There’s 
also a Zai’I’LK bundle available which in- 
cludes thi'ee games (Princk or Plr.sia, 


jK’iTKiiri'LR II and Si’Ktri'Rr. Ciiai.i.kncI'.r) 
for about the same jirice. 

Installation of this exiei'iial unit was a 
breeze, as it was for all the extei'iial units 
we tested. 'I'here were pictures of ail the in- 
cluded components to accompany the text 
in the manual, including diagrams of all 
the required connections. The cable from 
the VGA connector that would normally go 
to the monitoi' is replaced by a Y-calile that 
has connections for both the converter and 
a PC monitor. 4'he converter has ouljxil 
connections foi' composite and .S-video 'IV 
input. All the units we tested supported 
both of tliese outjxil types. 

The lirst setup we tried was (he RCA 
(Comjiosite Video Signal) connection, 
whicli provided virtually uni'eadable text 
in DOS. UnfoiTunalely, wiili the Diamond 
Stealth cai'd, this muddled text mode was 
all we could get out of the Gami; Zai’pkr. 

Installing the softwai'e was ()uick (about 
90 seconds) and easy. Included was a 
README lile which explained ihe video 
pi'oldenis we were having. 'I'he Gamk Zai’- 
I’KR is incomi)atible with Diamond 
Stlal'I'II Card, Orchid Kaiirf.niiiui', and 
cards using Tseng ET40()0c and 
E'fdOOOw chipsets. Three softwai'e di'ivers 
were provided, none of which correcletl 
the incompalihiliiy problem. The memo- 
ry I'esident (TSR) programs used hot-key 


combinations to control 'lA'' or monitor 
output, leli/right and up/down picture ad- 
justment, and horizontal overscanning, 
whicli is itsed to make the displayed im- 
age take up the entire screen instead <4' 
leaving borders on the left and right 
edges of the picture. Mowever, 
several ol' the games we tried 
took control ol' the keyboard , 
I'endcring the hot-keys inopera- 
tive. This j)roblem was common 
to all the units we tested, so we 
found it to be a good idea to ad- 
just the screen positioning be- 
I'ore using a game. 

We were able to get Apogee’s 
Monxi'ICR B.vsii (an ECiA game) 
working, but it only displayed 
on the lelt hall'ol'the screen. /Vs 
it ttirned out, the only convert- 
er which used the full screen 
I’or EGA games was the TV 
CouFR (below). 

We were (inally able to view 
grajfliics by connecting a Toshi- 
ba laptop to the G.A.sti' Zaim’KR. 
When connected to the Tosliiba 
lajjtop tlirough its external VG/\ 
connector, text mode was not 
enabled, hut M.vst'KR oi‘ Orion looked 
great! Finally, some output from a game! 
It only worked with the laptop’s display 
turnetl o(T, however. 

lu)!' inoir informalion, ainladADS at (SOD) 
m-52-H. 


Advanced Digital Systems 

TV ELITE 

Our next product was another ADS prod- 
uct, the 'IV Ei.rn-:, wliich has a street price 
of about 3139 for the internal version and 
3219 for the external. Hardware setup 
was I'ast and easy, and the documentation 
was very similar to that pi'ovided with the 
Gami-; Zai'I’KR. The convener unit is larg- 
er — about ilie size of a ])ortai)le GD play- 
er — and includes outputs i'or both the 
monitoi' and I'V directly from the 
adapter. A small plastic tool is provided 
I'or adjusting the output brightness ol'the 
unit. Darker pictures on the 4V make tlie 
scan lines less luxiceable, iinjn'oving ap- 
pearance on the ly screen. 4'he 4A'' dis- 
play was noticeably lighter on all the 
converters we tested using the I'acioiy de- 
I'ault brightness settings, so liaving (his 
kind ol'l'eature available is :i delinite plus, 
although the 'I'V’s brightness control can 
.seive (he same purpose. 
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Again, we tried die RCA connection 
first. SollWiire installation lor this product 
retjiiires Windows (it is possible to just 
cop)’ the DOS driver from the install disk 
il' yon don’t need or want the Windows 
x’ersion) and offers hardware siimmar)' in- 
formation in addition to tlie install pro- 
gram. 'file FLICFREE DOS driver 
mentioned in tlie manual has been re- 
placed by the file ELFFEVDO, as de- 
scribed in tlie READMF] file. A 
Windows-based driver called VGA2’n^ is 
also provided. Note lliai while the Gamk 
Z,M’i’Kk reciuired a 'fSR program to work 
jiroperly, it’s not necessary to load one for 
the TV Ei.rrr.. Mowever, screen adjust- 
ments and flicker reduction aren’t possi- 
ble without it. 

'I'he games we tried looked pretty good 
on the 'IV. There was a bit less color satu- 
ration ih;m others, but the difference in 
size more than made up for it. DoONt, for 
instance, was a much more “in your face’’ 
experience. the shareware shoot- 

er from Apogee, also looked veiy nice on 
the big screen. One tiling that might be 
helpful is to find an extension for the key- 
board to allow a little separation from the 
'H'. This would have the dual benefit of 
making the scan lines less noticeable and 
reducing radiation exposure from the 
cathode ray lube. When we tried the As- 
teroids game fi'om Microsoft’s Arc.ade 
I'OR Windows, we got some noticeable 
shadowing, but switching to S-video input 
fixed dial problem. 

For mom injimnulion, contact ADS at (800) 
888-52‘f4. 

AITech 

MULTIPRO CTV 

Our next slop on the converter trail was 
a look at the AITech MultiPro ClA^ 
with a street tag of about .S239, next-to- 


highest of the grouji. This one initially 
appeai'ed to be the cretim of the crop, 
with the same ajiproxinKile jiliysical di- 
mensions as the TV Eliie and 'I'GP, and 
also features vertical acljiislmeni and un- 
der/overscan conii'ois built into the unit. 
A “freeze" button also keeps the current 
image on the dV while the monitor dis- 
play changes, a feature handy for the 
business preseiitalion market at which 
the C'lV is aimed. .-Xii RF converter is 
also built into the unit, making this the 
only converter to directly support RF 


conversion. Also included in the pack- 
age are cables and tidaplers for Macin- 
tosh computers and a cable TV injiut 
switcher. 

Although not absolutely I'etpiired, Win- 
dows and DOS flrivers that allow horizon- 
tal and vertical display adjustment are 
included. Mowever, these ;tre the only 
functions perhtrmed through the software 
drivers, so oj>tions like TV out|5ut tog- 
gling and flicker reduction are not avail- 
able. d'he instructions in the manual are a 
bit thin in spots, but do an adequate job 
of addressing installation and trou- 
bleshooting. 


Unfortunately, the hardware-intensive 
approach of the (flV htis some significant 
drawbacks. The overscan mode filled uj) 
the screen all right, but at a noticeable 
loss in picture quality, and under,scanning 
cuts ofTa significant portion of the display 
area. The vertical adjustment button 
doesn’t allow scrolling up or down, just a 
40-line jump in either direction, 'fhe pic- 
ture quality just wasn’t as good as some of 
the other units we tested. 

For more information, contact AITech at 
(800) 882-8184. 


AITech 

GAMEPLAYER TV 

We also looked at another AITech prod- 
uct, the G.vmePlwfr 'IV, one of two inter- 
nal units in the review. 'I'he street price 
for this unit is about .SI 89. Besides the 
N'FSC conversion, the card also has a 
Yamaha OPE2 chip, enabling it to act as a 
12-bil monophonic sound card providing 
Sound Blaster 2.0 and AdLib emulation. 
In fact, most of the luiinual is devoted to 
describing the installation and use of the 
Windows Sound System utili- 
ties which come with the G.'\Ml> 
PiAYKR 'IV. The video software 
provided was none other than 
the DOS and Windows versions 
id’our old friend F'LIGFREE. 
Seeing this, we checked the 
FGG 11) for the card, and sure 
enough, “J RS-FGN- 1 02.S”’ is 
about as close as you can gel to 
the ID of the 'lY^ F.i.ri i': and ‘IV^ 
G.amkr Pi.i s. 

The testing we did on the 
video fetilures of (he Ciird pro- 
duced essentially identical re- 
sults to the 'lA^ Ei.i'i'i: and the 
'lA'' G.amer Plus, which is what 
we had expected. Although it 
was a bit out of scope, we disabled the 
sound card already in the PG and hooked 
the GamePia’i’KR TA^’s audio output direct- 
ly into the television’s sound system. We 
had no problems using the default set- 
tings, and the sound Cjuality was actually 
not too bad from the IV's built-in speak- 
ers. We didn’t load or use the Windows 
sound driver ;md .Audio Accessories, since 
programs like the Auflio Recorder and 
Talking Cailculator are :i bit olf-tojjic for 
this review. But they’re there for those 
who are interested. 

For more information, contact AITech at 
(800) 882-8184. 
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Expl ore Tlie Secrets 0( An 



: Discover hidden chambers and test your skills of logic 
■ • and reason wth mteractive and indicate puzzles. 


* " ' Lost In Time. 


Resolve tire tasks set keiore you 
and go on to greatness. 

Fail and ke lost forever! 


Indulge yourself in a 3-D animated worid, with 
seductive music, captivating sounds and oracular voices. 


CD-ROM GAME FOR WINDOWS AND MACINTOSH 

AVAILABLE NOW AT YOUR FAVORITE RETAILER OR CALL 1-800-567-4321 

Circle Reader Service USB 


Unlock the fascinating secrets of an ancient and 
long forgotten civilization. 

Actual screen images from the game. 





Creative Labs 

TV CODER 

The other internal unit we looked at was 
the TV CoDKR from Creative Labs. It sells 
for about SI 39. The W Coder is the only 
convener we tested dial supports both 
NTSC and PAL (the European 1'V for- 
mal). In fact, the software provided allows 
lor selection of three types of NTSC and 
three types of PAL, al- 
though there’s no de- 
scription in the 
manual ol’what the 
different types are. In 
general, though, the 
manual was the best of 
the bunch, with a well- 
organized, profession- 
al layout. 

The picture quality 
from the 'IT Coder 
was as good or belter 
than any of the units 
we tested. What really 
set the TV Coder 
apart from the other 
converters, however, 
was the installation 
and utility software 
that came with it. Besides a slight glitch 
deciding which floppy drive to. use, the in- 
stallation program ran smoothly, automat- 
ically updating the boot files and inserting 
an automatic installation script in the 
WIN. INI file for the Windows utilities. 

We were quite surprised to initially see 
the 'r\^ display in black and white, and al- 
though we finally did get color output, it 
look a bit of experimenting with the “Col- 
or-Run Frecjuency” slider and the “Signal 
Type” buttons (NTSC-M is what eventual- 
ly gave us color). Playing with the “Hori- 
zontal Alignment” slider got us into big 
trouble, though, since it garbled and then 
blanked the Windows display, a problem 
which we were only able to correct by 
deleting and reinstalling the Coder 
software. Thei'e are also check boxes for 
color output and toggling the 'TV display 
on and ofl'. 

The other neat Windows utility was the 
Color Lookup 'Eable (GLUT), which al- 
lows mapping of input RGB values to out- 
put. 'I'his process is hard to describe, but 
it uses an X(inpui)-Y(output) graph to 
create a color line for the Red, Green and 
Blue components of the signal. Besides 
the default CLU'i' provided, there’s also a 
Reverse, which looks essentially like a 


photo negative olThe original image, and 
Gamma corrections which adjust the ap- 
parent brightness, as well as the ability to 
create user-defined conligurations. These 
changes are made to the VGA output 
stream, so the results can be seen on both 
the 'TV^ and the computei' monitor, if one 
is connected. 

All these adjusimenis can also be made 
in DOS, eilhei' from the command line 
with the lA^SET utility, or the TSR pop- 


up 'fV ADJUST, although it’s hard to con- 
ceive of using the GLUT functions 
without the Windows interface. 

For more information, contact Creative 
iMbs, Inc. at (SOO) 99S-I000. 

ADDA Technologies 

AVERKEY 3 

Finally, we kxjked at another hardware-only 
solution, the AVerKev 3 from ADDA Tech- 
nologies, which goes for §269 through di- 
rect mail, making it the most expensive of 
tlie products we tested. 'ITis unit also comes 
with some Windows-hiised presentation soft- 
ware, bur it isn’t recjuired for the unit to 
(unction properly. 'ITe neat thing about the 
AVerILev 3 was thal all the controls are built 
into an infrared remote, so it’s possible to 
adjust the picture from across the room. In 
fact, you have to use the remote, since there 
are no controls on the unit itself. ’Ilierc are 
buttons for power on/olf, panning, width 
control, screen position, brightness, over- 
scan, freeze frame, three sharpness levels, 
saving the current settings or resetting to 
factor)' defaults, and a unique “zoom” fea- 
ture that magnifies a jxiriion of the screen 
to uvice its nonnal size. 


Like the Mul'itPro C TV, this unit 
worked fine with all the games we tried, 
but like the other hardware-only solution, 
the picture quality just wasn’t as crisp as 
some of the other units. The other benefit 
of the AVERKE^■ 3 is that it will support 
800x600 on NTSC units, although the 
NTSC display conversion results in a large 
chunk of the screen not being displayed. 

For more injbrmalion, contact ADDA Tech- 
nologies at (510) 770-9899. 

SCREEN WRAP 

Each of the units we looked at has its 
own strengths and weaknesses. 'Lhe 
Game Zapeer has a low' price, but doesn’t 
support several populai' video cards. 'I'he 
'n^-ELiTE and AT Gamer Plus both do 
an adequate Job, but don’t have much in 
the way of extra features. 'Fhe plus and 
minus on the Mui.'iiPku C'lV is a hard- 
ware-intensive solution that also features 
Macintosh support, but with little flexi- 
bility and so-so picture (juality. 'Lhe 
GamePlayer T\' is a one-slop solution to 
audio and video upgrade for a basic PC, 
but the mono FM synthesis sound-card 
feature might not be thal big of a deal in 
a world that’s increasingly stereo- and 
wavetable-orientecl. The '1'V Coder has 
some nice soflw'are utilities and PAL sup- 
port, but lacks the convenience of tlie ex- 
ternal units we tested. The AVerkey 3 
doesn’t use any of your precious menio- 
ly, has a neat infrared remote, but falls 
short in picture clai ity and has the high- 
est price tag as well, although there is a 
$149 model available thal doesn’t in- 
clude the remote. 

^Vhich unit you choose depends on 
your particular needs and preferences. 
The IT Eliee and AT Coder both seem 
to cover the essentials cjuite well, and at 
about $140, provide a big-screen thrill 
you just can’t get from a PC monitor. 
For those fortunate souls out there with 
a high-end being able to use the 
Picture in Picture (PIP) feature to swap 
between Dutjiul from the computer and 
the 'FV tuner means you can squeeze in 
a few rounds of X-C(.)M during commer- 
cials. It will also save some bucks on an 
external monitor for a lapl(jj) if you can 
piy the rest of the family away from the 
Simpsons. 

TV nr not 'lA''? Well, it dejjends on the 
quality of your 'lA^ and just how large you 
can handle Doom demons. As lor me, to 
paraphrase a popular tune (Fade in 
Sting’s voice) “1 want my...l want my... I 
want my big 'I A\” ^ 
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CAN YOU COLLECT THE BOUNTY ON ALL FOUR OF 
THE MOST CONNING OUTLAWS IN THE TERRITORY? 


An Old outpost needs your help to clean up the town. Be quick on the draw and careful bow you shoot io collect 
the most bounty and upgrade your weapon from a six-shooter to a shotgun. 

The iMSt Bounty Hunter automatically adjusts gameplay to keep it challenging — the better you are, the harder it 
gets. Try your skill against fast draw world reconl-holder W't’A Flowers in .American Imer (lames' largest live-action 
production io dale. The PC (lAMF.CiVN will let you e.vperience the arcade sensation on your personal computer. 





compatllble wiii all 
Amerlran Laser Games 
live action shooters. 


Circle Reader Service #60 



MERICAN 


4801 IIHCOIN ROAD HE / ALBUQUERQUE. NM 61109 

505 - 837-5447 



CHIPS&BITS 


INC. 


Call 800-699-4263 
Int’l 802-767-3033 


Fax 802-767-3382 
Source 10245 


PO Box 234 Dept 10245 Rochester, VT 05767 


•USS TICON- 
DEROGA' As 
Commander you 
have a NAVY 
Missle Cruiser 
to help you chal- 
lenge enemies 
of World 
Freedom. Travel 
around the 
world with this 
real time game 
that can make 
exper-ienced 
Com-manders 
sweat. CDS34 





'THE WOMEN 
OF PLAYBOY 
MULTIMEDIA 
SCREEN 
SAVER’ 
Hundreds of 
sensuous 
images from 
five decades 
of Playboy 
Magazine: 
playmates, 
magazine cov- 
ers, cartoons, 
bunnies, and 
tine art.CO S23 



'UNDER A 
KILLING MOON’ 
Transports you to 
the virtual world 
of the detective 
Tex Mutphy. New 
features allow you 
to save and splice 
scenes together. 
An amazing level 
of detail & free- 
dom of movement 
make this game 
visually and 
aurally stun- 
ning. CD S49 



‘METALTECH: 
BATTLE- 
DROME’ is a vir- 
tu^ reality combat 
arena where strat- 
egy and tactics 
count as much as 
firepower. Mighty 
Herculan robots 
fight one to one 
for power, pride 
and money. 
Offers ten Here 
chassis and a 
broad weapons 
arsenal. CD S37 



'UNKS PRO BIG 
HORN Course 
Disk’ Bighorn's 
6,888 yard 
championship 
golf course Is a 
stunning achieve- 
ment ty renowned 
architect Arthur 
Hills. The first six 
holes offer a vari- 
ety of elevations. 
The sixth hole. 
Bighorn's signa- 
ture hole, is a 505 
yard par 4. $19 


IBM HARDWARE 


CD-ROM DRIVES 
4 Plex Quad Spd Driv S459 
4 Plex 4x Spd Ext {nc)S559 
4Plex4xOrvWCntrl $479 
Digital Edge 3xlnl COS699 
NEC4XEMUispn Ext $489 
NEC 4X1 Mullispin $405 
NEC4XIWIn1rfcKi1 $489 
Rea! Magic CD Upgrd $599 
Snd BIstr Omni (4X) $412 
Teac Spr Quad (4X) $342 

CONTROLLERS 
Auto Cockpit $159 

Avenger Space Ball $169 
CH Flight Slick Pro $57 

CH Flight Slick $35 

CH Game Card 3 Auto $25 

CH Pro Pedals $75 

CH Pro Throttle $89 

CH Trackball Pro $85 

CH Virtual Pilot Pro $75 

Cybrman $54 

FNghtCockpit $219 

Fight Slk Pro XWg Bndl$72 
Gravis Phoenix Joystck$e3 
Joyswitch $38 

Logitech WingMan $45 
Logitech WingMan Ext $45 
Notebook Gameport $42 
PC Virtual Golf Club Si 19 
ThruslmslrDCS(Tl) $111 
Thrustmasir FI 6 TQS $1 1 1 
Thrustmaster FCS Pro $99 
Thrustmastr FCS(Mt<2) $59 
Thrustmaster Gm Crd $25 
Thrustmaster RddrCS $99 
ThrstmslrWpnCni Sys $94 
Universal Cockpit $219 
VFX 1 Virtual Headgr $949 


— ™ 

SPEAKERS 

AllecACS 100.1 SpkrS103 
Altec ACS 150 Subw(rSl09 
AudphI RIrnclOA SpkS122 
AudphI Rlrnc 30A SpkS189 
AudphI SW 20A SbwlrSl39 
Jazz J-306 Speakers $32 
Jazz J-702 Speakers $96 
JazzJ-901 Mini-SbwfrS225 
LablecCS-1400 Spkrs $99 
Labtec CS-1000 Spkrs $59 
Lablec CS-800 Spkrs $32 
Labtec CS-600 Spkrs $24 
Sony SRS-PC30 Spkrs $58 
Snd Glxy BX2 WSpkrs $29 
Snd Glxy NX2 wspkrs $49 
Yamha SBS 300 Spkrs $88 

SOUND CARDS 
AdLib Sound Card $29 
Adv Gravis Ullrasnd $1 19 
Adv Gravis Ultra ACE $36 
Adv Gravis UltraMax $169 
Pro Audio Spetrm Pis $89 
Pro Audio Sludio 16 $119 
Sound Blaster Value $57 
Sound Blasir 16 Vlue $105 
Snd Blslr Cambist 16 $379 
SB16ASPWSCSI-2 $196 
Sound Blasir 16 MCD $142 
Snd BIsIr Voice Assist $42 
SoundMan 16 S99 

SndScp16BitWvtbl $159 
Vivid 3D Plus Sound $72 
Vivid 3D Pro $105 

VIDEO CARDS 
Reel Magic Vid Upgrd $299 
Speedstr Pro SE VLB $179 
Stealth 64 Video Card $219 


IBM ADVENTURE 


7th Guest 2Umild CD $56 
71h Guest 2:11lh HrCD$51 


71h Guest CD $44 

Adv Willie Beamish $24 
Adv Willie Beamish CD $24 
Alien Virus CD $38 

Alone in the Dark 2 $34 

Alone in the Dark 3 CD $48 
Alone in the Dark CD $46 
Amazon $35 

Arc of Doom WIN CD $35 
Atmosfear CD $34 

Breath a Steel Sky CD $33 
Big Red Adventure CD $40 
Bioforge CD $44 

Blackihorne or CD $29 

Blake Stone or CD $29 

Blind Date CD $38 

Blood Society CD $34 
Bloodnet $39 

Blown Away WIN CD $39 

Blue Force or CD $19 

Body Count or CD $29 

Brain Dead 13 CD $38 

Buccaneers CD $48 

Bureau 13 CD $39 

Burn Cycle CD $39 

Campn Cartographer $46 
Castle Wolfenstein CD $42 
Central Intelligence CD $25 
Chaos Continuum CD $29 
City 2000 CD S20 


Club Cyberlesque CD $29 
Commander Blood CD $44 
Companions of Xanlh $32 
Comps of Xanth CD $33 
Conan CD $26 

Conspiracy CD $30 

Corridor 7 or CD $29 
Creature Shock CD $48 


IBM ADVENTURE 


Critical Path WIN CD $19 
Curse of Enchantia CD $23 
Cyberia CD $45 

Cyberwar CD $48 

Daedalus Encounlr CD $46 
DamnesiaCD $36 

Dark Forces CD $47 
Dark Seed 2 $42 

Dark Seed CD $39 

Day of the Tentacle $19 
Day of Tentacle CD $42 
Death Gale CO $32 
DefCon 0 CD $39 

Digital Dreamware CD $24 
Dinonauts CD $29 

DinonaulsWIN $24 

Discworld or CD $35 
Doom 2 CIctrs Ed CD $52 
Doom 2: Hell on Earth $42 
Doom 2 CD $44 

Doom Ware CD $25 

Dracula $32 

Oracula Unleashed CD $39 
Dragonsphere or CD $25 
Dreadnoughts Bismark $29 
Dreamweb $34 

Dune CD $29 

Ecslatlca CD $35 

Elf $24 

Entombed CD $38 

Evolution or CD $29 

Extractors CD $34 

Flash Traffic CD $39 
Flashback CD $38 

Fortrs of Dr.Radiaki CDS32 
Frankenstein CD $46 
Freelancer2120 $35 
Freelancer 2120 CD $41 
Full Throttle CD $42 

G-Force 319 


IBM ADVENTURE 


G-NomeorCD 343 

Gabriel Knight $29 

Gabriel Knight CD $42 
Gadget CD $45 

Gateway 2 or CD $29 
Galeway CIctn 1 &2 CD $36 
Gender Wars CD $49 
GrallQucst $21 

Guy Spy CD $29 

Hand of Fate $24 

Hand of Fate CD $39 

Harvester CO $44 

Heaven and Earth $32 
Hell Cab CD $42 

Heretic 2 CD $46 

Hired Guns $36 

Hook $32 

I Have No Mouth or CDS44 
In Extremus $42 

Inca 3 CD $39 

Inherit the Earth $32 

Inherit the Earth CD S2S 
Iron Helix CD $56 

Jagged Alliance $46 

Johnny Mnemonic CD $44 
Jonny Quest $26 

Journeymn Projet 2 CD $48 
Jurassic Park $29 

King's Quest 5 VGA $32 
King's Quest 5 WN CD $41 
King's Quesl 6 CD $45 


King Quesl 6 OEM CD $29 
KingQuest 6 Upgrd CD $24 
King's Quest 6 VGA $45 
King's Quest 7 CD WN $49 
King's Ransom or CD $33 
Kingdom O' Magic CD $54 
Labyrinth of Time CD $24 
Lands of Lore 2 $42 

Lands of Lore 2 CD $46 


IBM ADVENTURE 


Last Dynasty CD $33 
Laura Bow 2 CO S24 
Laura Bow 2: $24 

LawnMower Man 2 CD $49 
Legend of Kyrandia $24 
Lgnd of Kyrandia 3 CD $39 
Legnd of Kyrandia CD 832 
Leisure Suit Larry 5 $24 

Leisure Suit Larry 6 $39 

Leisure Suit Larry 6 CD$44 
Leisure Suit Larry 7 CDS44 


Leisure Larry Anlh CD $47 
Little Divil CO $34 

Loadstar CD $49 

Lost Eden $42 

Lost Eden CD $39 

Lunicus CO 342 

MTV Club Dead CD $39 
Maabus CD $32 

Madness of Roland CD $29 
Man Enough CD $34 
Mission Critical CD $34 
Morph Man CD $29 

Myst CD 346 

Nerves of Steel or CD $22 
Nibelrung Ring Cycle $39 
Night Trap CD $48 

No World Order CD $24 
Noctropolis CD $47 

Nomad or CD $36 

Opratn Body Count CD $29 
Out ol this World 2 CD $45 
Pagemaster CO $44 
Pepper's Adv in Time $29 
Phantasmagoria CD $49 
Pitfall $38 

Pitfall CD $38 

Police Quest 3 VGA 824 
Police Quest 4 SWIN $38 
Police Quest 4 CD $44 











FREE GAME OFFER* 

See dstBlIs b^ow 



■HEROES OF 
WIGKra MAGIC’ 
You must conquer 
tfie world through 
the strategic use 
of resource 
management 
and battle 
savvy, Features 
up to three cus- 
tomizable com- 
puter controlled 
warlords, stunning 
s^ser VGA graph- 
ics, and dynamic 
sound, COS34 



‘WARCRAFT' 
Enter the world of 
WarCratt, a mysti- 
cal land where evi 
ores and noble 
humans battle for 
survival. Destroy 
the ordsh hordes 
or crush the weak- 
ling humans. ..the 
choice is yours. 
With an inge- 
nious arsenal of 
weaponry and 
powerful 
magic. CDS39 


THRUSTMAS- 
TERF-16TQS’ 

You’ve got one 
of the best flight 
simulators on 
the market and 
the software is 
more sophisti- 
cated than the 
best the military 
had just a few 
years ago, but 
you’re still using your keyboard to fly it? With the TQS" 
you'll be flying that bird from an F-16 Cockpit! User con- 
figurable, thumb trackball, fore and aft throttle movement, 
dogfight switch and throttle tension adjustment , S11 1 


•SPACE 
SIRENS’ As a 
space privateer 
you are lured by 
the irresistible 
song of the Space 
Sirens emanat- 
ing from a myste- 
rious space sta- 
tion. Ycu must ful- 
fill their every 
desire or temart a 
sfflsfevecn the sta- 
tion forever. Your 
objective search 
andfulfill. CDS49 




‘AVENGER 
SPACEBALL ’ 
Say later to the 
clunky, herky 
jerky action of 
keyboard, 
mouse and joy- 
stick play! Enter 
the next genera- 
tion of super 
cyber-dynamics. 
Spin on a dime. 
Slip and slide. 
Duck. Dive, Un- 
believable break- 
through! S169 




IBM ROLE PLAYING 


IBM ROLE PLAYING 


Police Quest 5 CD 

S48 

Star Reach 

$36 

500 CC Race Bike 

$29 

Novaslorm CD 

$34 

AD & D CIctrs Pack CD $35 

Hell CD 

$45 

Prince of Persia 

S25 

StarTrk:TNGCIctrCD $79 

Allen 3 

$29 

Outol Ihis World WIN 

$19 

ADD CIctrs Edition 3 

$19 

Hero’s of Mights Magic $34 

Prince of Persia 2 

S29 

Star Trk:25th Ann. 

$26 

Alien Breed 

$19 

Oxyd Magnum 

$36 

Al-Qadim 

542 

Hexx:Heresy of Wizard $29 

Psimasler CD 

$44 

SlarTrk:25lhAnn.CD 

$49 

Animation Classics 2 

$42 

Pick'n Pile 

$19 

Al-Qadim CD 

$39 

Hunters of Ralk CD 

$54 

Psychotron CD 

$36 

Star TrkiJdge Rites CD $42 

Atari 2600 Action Pack 

; $25 

Pinball Fantasies 

$29 

Alien Legacy 

$36 

Ishar 3 CD 

$33 

Psychoiron MPEG CD 

$38 

Star TrkiSlar Fit Acad 

$48 

Breakthru WIN 

$35 

Pinball Illusions or CD 

$29 

Allen Legacy CD 

$39 

Kingdoms CD 

$40 

Ouorontlne 

$35 

StarGate 

$38 

Cannon Fodder CD 

$22 

Pinball Worlds or CO 

$35 

Arborea Journey 

$34 

Knights of XentarCD 

$38 

Quarantine CD 

$39 

SlereoWorld CD 

$39 

Corpse Killer CD 

$48 

Power Rangers CD 

$25 

Arena 

$39 

Knights of Xentar 

$44 

Quest lor Glory 3 

$24 

System Shock 

$44 

Creepers 

$24 

Ralden 

$29 

Arena CD 

$45 

Lands ol Lore 

$34 

Quest for Glory 4 CD 

$44 

System Shock CD 

$47 

Crime Patrol CD 

$35 

Ralden CD 

$36 

Brandish 

$34 

Lands of Lore CD 

$41 

Quest lor Glory 4 

$29 

Tek War CD 

$46 

Crystal Caliburn WIN 

$29 

Rebel Assault CD 

$44 

Brandish 

$34 

Legacy:Realm Of Ter 

$39 

Quest lor Glory 5 CD 

$44 

Terminator 2029 CD 

$29 

Crystal Skulls CD 

$40 

Revolution X CD 

$45 

Brandish CD 

$34 

Legend of Valor 

$36 

Rex Nebular 

S36 

Terminator Rampage 

$42 

Dragon's Lair 3 

$34 

Rise ol the Robots 

$45 

Cobra Mission 

$29 

Lord of the Rings 2 CD $38 

Relentless CD 

S44 

Terminatr Rampag CD $34 

Dragon's Lair CD 

$34 

Rise ol the Robots CD $48 

CyClones 

$39 

Lord ol the Rings CD 

$33 

Return to Zork or CD 

$44 

Terra Nova CD 

$48 

Dragons Lair 2 CD 

$39 

Royal Flush Pinball CD $30 

CyClones CD 

$39 

Lord of Rings Vol 1 Ed $16 

Return to Zork w/Anth 

$44 

Terror ol the Deep CD 

$36 

Drug Wars CD 

$35 

Silverball 2 

$19 

Cyber Space CD 

$38 

Lord of Rings Vol 1 Ed $16 

Return to Zork CD 

S45 

The Dig 

$40 

Eight Ball Deluxe 

$31 

Sink or Swim or CD 

$19 

CyberJudas CO 

$48 

Lord of Rings Vols 1&2 $19 

Riddle of Master Lu CDS48 

The Dig CD 

$42 

Fast Attack 

$46 

Slam City CD 

$48 

Daemonsgate 

$19 

Lords of Midnight CD 

$48 

Rittwar Legacy VGA 

$23 

Journeyman Projet CD $32 

Fire S Forget 

$16 

Sleepwalker 

$21 

Daemonsgate CD 

$19 

Loremaster 

$19 

Rise of the Triad CD 

$42 

The Trial 

$44 

Glider 4.0 

$29 

Soccer Kid 

$19 

Dark Queen Krynn Ed 

$16 

Magic Candle 2 Editor 

$16 

Rise of Triad;Dark War 

$35 

Thiel of Dreams 

$42 

Goblilins 3 

$19 

Soccer Kid CD 

$25 

Dark Sun 2 

$47 

Menzoberranzan 

$47 

Robocop 3 

$32 

Touche 

$39 

Gorg CD 

$19 

Space Ace 2 

$34 

Dark Sun 2 CD 

$49 

Menzoberranzan CD 

$47 

Robot City CD 

$46 

Trouble is my Biz CD 

$46 

Hammer Slammors CD $46 

Space Ace CD 

$38 

Dark Sun 

$47 

Mights Magic 3 

$24 

Scroll CD 

$36 

Tuneland CD 

$48 

Ishar 3 

$33 

Space Ace MPEG CD 

$42 

Dark Sun CD 

$49 

Might S Magic 3 

$24 

Sea Legends CD 

$44 

U.S. President CD 

$32 

Jump Raven CD 

$42 

Space Pirates CD 

$39 

Darklands 

$19 

Might S Magic 4 

$19 

Seen Monkey Island 2 $21 

Undr a Killing Moon CD$49 

Jurassic Park CD 

$25 

Street Fighter 2 

$19 

Darksun Character Ed 

$16 

Might S Magic 5 

$19 

Seed Monky Island CD 521 

Virtuoso CD 

$39 

Lode Runner or CD 

$39 

Street Fighir 2 Cmp CD$22 

Demon Hunter 

$42 

Pirates Gold 

$19 

Secret Monkey Island 

$25 

Vortex CD 

$45 

Mad Dog McCree CD 

$35 

Street Fightr Comp. CDS22 

Devil’s Gate CD 

$40 

Pools of Darkness 

$38 

Secrets ol Slargale CD $28 

Voyeur CD 

$46 

Magnaflux Runner 

$29 

Striker 

$46 

Disciples of Steel 

$34 

Proloslar 

$19 

Shadow ol Comet CD 

$37 

Walker 

$32 

Mario's Gme Gllery CD $25 

Striker CD 

$46 

Dragon Lore CD 

$47 

Ravenlott 2 CD 

$39 

Shadows ol Cairn CD 

$39 

Wetlands CD 

$29 

Mega Man X 

$23 

Spr Arcade Games CD $16 

Dungeon Master 

$19 

Ravenloft 

$48 

Silverload CD 

$38 

Who Killed Sam Rupert $24 

Melal & Lace NR13 

$27 

Supreme Warrior CD 

$48 

Dungeon Master 2 

$38 

Ravenlott CD 

$49 

Simn the Sorcrer 2 CD S37 

Witchaven CD 

$46 

Metal & Lace Upgrade 

S5 

T2:Arcade Game 

$23 

Dungeon Master 2 

$38 

Realms of Arkania 

S2S 

Skull Cracker CD 

$41 

WolLHntBeHuntdCD $39 

Mickey Mania CD 

$39 

Take-A-Break Pinball 

519 

Dungeon Master 2 CD 

$38 

Red Crystal 

$19 

Slaughterhouse 5 CD 

$46 

Woodruff S Schnibble 

$32 

Microcosm CD 

$36 

Tetris Gold CD 

$32 

Elder Scrolls 2 CD 

$48 

Return to Ringwrld CD $44 

Space Quest 4 VGA 

$28 

Wrath of Gods CD WN 

$44 

Microsoft Arcade WIN 

$29 

Time Pockets CD 

$46 

Eye of the Beholder 1 

$19 

Rittwar Legacy CD 

$23 

Space Quests CD 

$45 

Yserbius 

$26 

Mirage Thunder 

$39 

Titan 

$16 

Eye of the Beholder 2 

$19 

Rings Medusa GId CD 

$23 

Spee Shp Brainlock CDS49 

Zombie Dino CD 

$30 

Monty Python’s Waste 

$48 

Tubular Worlds 

$36 

Eye of Beholders 

519 

Robinson’s Requiem 

$33 

Spaceship Warlock CD $29 

Zonked 

$25 

Mortal Kombal 

$24 

Ultimate Pinball or CD 

$34 

Eye of Beholder 3 Edit 

$16 

Robinson Requiem CD $33 

Spawn 

$42 

Zorro or CD 

$39 

Mortal Kombat 2 CD 

$46 

Who Shot Johny Rock 

$34 

Gateway Savg Frontier $32 

Rome:Pathway to Pwr $29 










CHIPS&BITS 


INC. 


Call 800-699^263 
Int’l 802-767-3033 


Fax 802-767-3382 
Source 10245 


PO Box 234 Dept 10245 Rochester, VT 05767 


‘RISE OF THE 
TRIAD: DARK 
WAR' Every sec- 
ond is precious. 
The worid is 
doomed... uniess 
you can change 
its fate. You’re a 
commando who 
usaily eats terror- 
ists (or iunch. But 
this bunch ain’t 
going down easy! 
Offers 30 leveis & 
eye-pop p in' 
graphics. CD S42 





'THRUSTMAS- 
TER XL ACT- 
ION CON- 
TROLLER ’ 
Offers advanced 
functionality 
enjoyed by flight 
sim enthusiasts. 
Features three 
instant response 
buttons, action 
trigger, 4-way 
thumb switch, 
pistol grip & 
glow-in-the-dark 
buttons. S24 



‘RENEGADE’ 
You’re the best 
they've got and 
its up to you to 
command your 
squadron 
against an inva- 
sion of the Terrin 
Government. 
Super VGA 
first person bat- 
tles and multiple 
skill levels. You 
can also listen to 
your own CD’s as 
you play. CDS45 




‘STALtNGRAD’ 
Russia, November 
1942: After five 
months of ad- 
vances the Ger- 
man anriy lias set- 
tled In for winter. 
But the Red Army 
has other plans 
and Stalin b about 
to hand Hiller his 
first major defeat. 
Command the 
Red Army or Ger- 
man Wahrm- 
acht COS39 


'VIRTUAL 
VALERIE 2’ 
The queen of 
cybersex is 
back! Virtual 
Valerie 2 is the 
ultimate in 
cyberotica and 
the embodi- 
ment of every 
red-blooded 
technophile’s 
deepest desires! Sophisticated 3D modeling, tant^ng 
animation, erotic sound effects, and a sizzling music 
score combine to create a mind blowing sexlravagan- 
za like nothing you’ve ever seen before! S42 


IBM ROLE PLAYING 


RomeiPathway to Pwr S29 
Shadow Caster CD S19 
Sherlock Holmes 1 CD $29 
Sherlock Holmes 2 CD $29 
Sherlock Holmes 3 CD $39 
Skyrealms Jorune CD $39 


Star Reach CO $36 
Star Trail CD $45 

StarTrail Speech Pack $18 
Star Trail $41 

StarTrk:Deep Spce CD $41 
SlarTrk:Doep Spce CD $41 
SlarTrek:TNGCD $48 
Slonekeep CD $44 

Stronghold $19 

Summoning $16 

Sprhero Lgue Hobokn $34 
Sword ol China $42 
Syndicate $37 

Syndicate Plus CD $40 
Thunderscapo CD $48 
Treasure Savge Frntler $1 9 
Ultima 10 CD $54 

Ultima 6 False Prophet $19 
Ultima 6 False Prophet $19 
Ultima 7 Series CD $29 
Ultima BCD $32 

Ultima 8: Pagan $26 


Ultima 9: Ascension $52 
Ultima g.Ascension CD $52 
Ultima Underworld 1&2S29 
Ultima Underworld 1&2 $29 


Ultima Uworld 2 $19 

Ultima Uworld Stygian $21 
Unlimited Adventures SI 9 
Wizardry 4 S19 

Wizardry 5 ODCP $19 
Wizardry 6 $22 

Wizardry 7 Crusaders $19 
World otXeen CD $40 


I IBM EDUCATION I 

12 Road to Geltsyburg 

$40 

Annabel Dream Egypt 

$52 

Castle of Dr Brain 

$19 

Children Wriling&PubI 

$42 

Civil War 

$34 

Daily Number Busters 

$30 

EcoQuest Search 

329 

EcoQuest VGA 

$32 

Fatty Bear’s Birthday 

$32 

Frantic Factory WIN 

$24 

Honorable Gd to Math 

$24 

Island Of Dr. Brain 

$29 

Island of Dr Quandry 

$26 

Lst Chance to See CD 

$12 

Linkword-Spanish 

$6 

Multimedia: Vivaldi CD 

S24 

Pacilic Theater 

$19 

Print Shop Deluxe 

$49 

Prnt Shp Dix Bus Grph $26 

Professr Zany’s Guide 

$29 

Putt Ptt Goes to Moon 

$42 

Putt Ptt Goes to Mn CD$34 
Putt Putt’s Funpack CD$34 

Putt Putts Fun Pak 

319 

Quarky Quaysoo’s Sci $29 
Scooter’s Magic Castle $32 
Seen Isind Dr.Quandry $29 

Stickybear Reading 

$24 

1 IBM HINT BOOKS | 


7th Guest 2:111h Hour $16 
A-Train $16 

Aces Over Europe $16 
Across the Rhine Guid SI 6 
Advent Willie Beamish $10 
Aircombt Pacific Guide $16 
Al-Qadim: Genie Curse $12 
Alien Legacy Guide $16 
Alone in the Dark 2 $10 


IBM HINT BOOKS 


Alena in Dark 3 Guide $16 
Arena $16 

Armored Fist Guide $16 
BatlleTech Bailie Bk $9 
Beavis & Bull-Head Bk $9 
Bioforga $12 

Blacklhorne Guide $16 
Blue Force; Next of Kin $1 2 
Brain Lord Player Guide $9 
Bubsy 1 & 2 Book $12 
Castle ot Dr Brain $10 
Champions of Krynn $12 
Civilization $16 


Colonization; Guide $16 
Conquests Robin Hood $10 
Conquests ol Camelot $10 
Curse o( Azure Bonds $12 


Cybeha Guide $16 

Cyclones $12 

Dark Queen ol Krynn $1 2 
Dark Sun 2 $12 

Dark Sun $12 

Day of the Tentacle $12 
Doom 2 Guide $16 

Doom 2 Survival Guide $12 
Doom Batllebook $14 
Double Dragon 5 Book 39 
Dracula Unleashed $16 
Dragon Lore Guide $16 
Dungeon Master $12 
Dngeon Mastr 2 Guide $16 
Dynamx Grl Wr Planes $16 
Ecco Dolphin Book $9 


Eye of the Beholder $12 
Eye ol the Beholder 2 $12 
Eye ol the Beholders $12 
Fatal DIstractns Guide $26 
Final Fantasy 3 Guide S11 
Fleet Defender Guide $16 
Flights of 13 Mike $16 


I IBM HINT BOOKS 1 

1 IBM HINT BOOKS 1 

1 IBM HINT BOOKS I 

Gabriel Knight 

$10 

Msoft Spce Sim Guide $16 

Sim Farm Guide 

$16 

Gateway Savge Frntier 

$12 

Might 8 Magic 3-5each $16 

SimTower Guide 

$16 

Gobliiins 

$10 

Might 8 Magic Guide 

$16 

Simlife Strategy Bk 

$16 

Goblins 2 

$10 

Mortal Kombat Secrets 

$9 

Simn the Sorcerer Hint 

$12 

Gold Rush 

$10 

NBA Showdown Guide $12 

Skyrealms of Jorune 

$12 

Gunship 2000 

$16 

NHL Hockey 94 Guide $12 

Space Quest 2-4 each 

$10 

Hand of Fate 

$12 

Outpost Strategy Guide$16 

Star Crusader Guide 

$16 

Harpoon 2 Guide 

$19 

Pacific Strike Playtester$14 

StarTrail 

$16 

Hell Official Guide 

$16 

Panzer General 1 or 2 

$16 

Star Trek: 25lh Ann 

$12 

Heretic Official Guide 

$16 

Police Quest 3 

$10 

Star Trek: Judge Rites 

$12 

Inca 2 

$10 

Pool ol Radiance 

$12 

Slonekeep Guide 

$16 

Indi Jones 4 

$12 

Pools of Darkness 

$12 

Strike Commander Bk 

$16 

Indy Jones Grix Adv 

$12 

Populous 1 8 2 Book 

$16 

Stunt Island 

$16 

Inherit the Earth 

$12 

Power Monger Strat. 

$16 

Subwar Guide 

$16 

It’s an NBA Jam Thing 

S9 

Powermonger 

SIO 

Summoning 

$12 

Jagged Alliance 

$16 

Primal Rage Arcade 

$12 

Super Slreel Fighter 2 

$9 

Jet Fighter 3 Guide 

$16 

Privateer Playtester's 

$14 

System Shock 

312 

Jel(ighler2.0 

$16 

Prolostar 

$12 

The Dig Guide 

$16 

King’s Quest 4 -6 each 

$10 

Quest For Clues 2 or 3 

$21 

Tie Fighter Guide 

$16 

King’s Quest 7 

$17 

Quest for Clues 5 or 6 

$16 

Treasures Savg Frntier $12 

Laura Bow 2 Hint Bk 

$10 

Quest for Glory 3 or 4 

$10 

Aikman FIbl Player Gd 

$9 

Legend of Kyrandia 3 

312 

Quest for Glory Guide 

$19 

Tunnels 8 Trolls 

$12 

Leisure Larry 1-6 each 

$10 

Questbuslers 2 

$18 

Ultima 6 

$10 

Lemmings /disk 

$18 

Queslbusters Clues Bk 

$18 

Ultima 7 

$12 

Lion King Game Book 

$9 

Ravenloft 2 

$12 

Ultima 7 a Underwrld II 

$16 

Lode Runner Guide 

$16 

Ravenlolt 

$12 

Ultima 8 Guido 

S16 

Loom 

$12 

Realms of Arkania 

$16 

Ultima U Stygian Abyss$12 

Lord of the Rings VI 

$14 

Rebel Assault Insiders 

$16 

Ultima Underworld 2 

$12 

Lord ol the Rings V2 

$12 

Return to Zork 

$10 

Under A Killing Moon 

$16 

LucasArts Adv Book 

$16 

Sam and Max 

$12 

V Victory 

$16 

LucasArls Air Combat 

316 

Sea Wolf Guide 

$16 

Virtua Racing Guide 

$9 

Lutia Olficial Players 

$9 

Secret Monkey Island 

$12 

Wing Armada Piaylstrs 

;S12 

Madden Football 94 

$12 

Secret Monkey Island 2S12 

Wing Commander 3 

$18 

Master ot Magic Guide 

$16 

Secret Silver Blades 

312 

Wing Commandr Armc 

IS12 

Master ot Orion Guide 

$16 

Saga Games Guide Bk $12 

Wings of Glory 

S12 

Matrix Cubed 

$12 

Shadow Caster 

$14 

Wizardry 6 

$12 

Mechwarrior 2 Guide 

316 

Shadow of Comet Guid SI 6 

Wizardry 7 

$16 

Menzoberranzan 

$12 

Sherlock Holmes GuideS16 

X-COM Olficial Guide 

$16 

Msofi Arcade Guide 

$16 

Sim City 2000 Guide 

$16 

X-Wing Collectors CD 

$16 

Msoft Golf 2.0 Guide 

$16 

Sim Earth 

$16 

X-Wing Official Strat 

$16 












FREE GAME OFFER’ 


See details below 



'BIOFORGE' 
Stripped of memo- 
ry, artificially 
enhanced with 
both human and 
alien technology, 
you are an untrace- 
able assassin for 
Mondite’s master 
stroke. Your inter- 
action advances 
the story as you 
take your 3D actor 
through a dramatic 
action-packed 
adiranture. CDS44 



DISCWORLD’ 

Bridging 
between drag- 
ons and wizards 
and the humor 
of today you'll 
be the hero that 
battles the 
mighty dragon 
to save a lead- 
ing city. It's the 
last hope for this 
tattered city and 
your oniy advan- 
tage is... you’re 
notdead.CDS35 



‘THE PURE 
WARGAME: 
DEATH FROM 
ABOVE’De- 
signed to give 
you fuii control 
of an extremeiy 
accurate rendi- 
tion of the great- 
est airborne 
assaults in WW2. 
Offers command 
of Axis or Allied 
forces & auth- 
entic Battalion 
insigrsas. S29 



'DARK FORCES’ 

You must capture 
the Death Star 
plan and infiltrate 
Jte Empf^ secret 
facility where a 
new army of 
mechanized, 
super storm- 
troopers must be 
stopped. Features 
richly detailed 
3D environ- 
ments and first 
person perspec- 
tive, CD $47 


‘BLOOD BOWL’ A 
mighty roar fills 
the stadium as 
the players take 
to the field! 
Across the len- 
gth & breadth of 
the Warhammer 
World, teams of 
armored war- 
riors battle to 
the death in great 
arenas, Offers a 
broad weapons 
arsenal. CD $34 
Boardgame $45 


*FREE GAME OFFER 

Spend the speciflod emouni on any in slock soltwnro and choose 
n troo IBM gsmo from the corresponding list below. Oiler subject 
lo change or cancellallon vwlhoul nolice. Valid from Mar tstio Apr 
301h or whilo supplies last. Request must bo mads ul ume at order. 

SPEND S60 

Airborne Ranger 5.25, Falcoo 3 Scan 2 MiG 29 3.5, GNB Scenar>o 
Builder S.SGurtship 5.25, Power Hits Sports 3.5/5.25, Charge ol 
Ihe Light Brigade 5.25. Chess Nel WIN 3.5/5.25, Conquered 
Kingdoms Seen I 3.5, Pualcs 5.25, Railroad Tycoon 3.5, SOI 5.25 

SPEND S100 

Battle Chess WIN 3.S/S.25. Battles ol Destiny 3.5, Bridge 7.0 3.5, 
Cohort 2 3.5, Dragon Force 3,&'5Z5, Earth Invasion WIN 3.5, Kron- 
clog: Nan Paradox 3.5, MacArthur's War 3 5, Mega Traveller 5.25, 
Rolum ol Phanlom 3.5, SilenI Servics 2 3 5, Sony SRS9 Speaker; 

SPEND $160 

Alone In the Dark 3.5. Command HQ 3.5. Dungeon Master 
3.5/5.25, Falcon 3.0 3.5. FtS Siriko Eagle 2 3.5. Fllghl Sim 
Toolkit 3.5, Mlcroleague Baseball Manager's Chellange 3.5, 
Simon Ihe Sorcerer 3.5, Ultima Underworld 2 3.5, Wailords 5.25 



IBM SIMUUT10NS 


IBM SIMULATIONS 


IBM SIMULATIONS 


IBM SIMULATIONS 


Air Combat Classics $1 9 

Mindscape 10PackCDS34 

1st Encounters 

$29 

D-Day: Oper Ovrlrd CD $39 

Formation Attack CD 

$48 

Mechwarrior 2 

$46 

Their Finest Hour 

PGA Tour Golf World Tour 

tsi Encounters CD 

$29 

Dawn Patrol 

$40 

Formula 1 

$24 

Mechwarrior 2 Add-on 

$16 

Battle Hawks 

Tennis Bundle CD $19 

A320 Airbus 

$29 

Dawn Patrol CD 

$40 

Frontier Elite 2 

$19 

Mechwarrior 2 CD 

$46 

Secret Weap ot LuttwaK 

Perfect General Trilogy $34 

AH-64 B Longbow 

$54 

Delta V 

$39 

Grand Canyon SceneryS16 

Megafortress Msn Dsk $26 

All Star Sports Coll CD $23 

Perfect General , 

Absolute Zero CD 

340 

Delta V CD 

$32 

Great Naval Battles 2 

$44 

Megarace CO 

$39 

Award Bundle $44 

Greatest Battles of 20th C 

Aces Over Europe 

$32 

Descent 

$38 

Great Naval Blls 2 CD 

$39 

Metaltech: Battledrome $32 

Awrd Winng Wargmes $39 

WWII Battles 

Aces ol the Deep 

$44 

Descent 2.0 CD 

$46 

Great Naval Betties CD $42 

Metaltech 2: Speh Pek 

$20 

EArtsToptOPckCD 532 

Populous 2 Powermonger 

Aces of the Deep CD 

$47 

Descent CO 

$38 

Great Naval Battles CD $42 

Metaltech 2: Msn Dsk 

529 

Ficon 3.0&Tmastr FCS $99 

Bundle CO $19 

Aces of Deep Mission 

$29 

Dream Web CD 

$34 

Great Naval Bits Seen 

$16 

Metaltech: Earth Siege $46 

SFootlOPckVt CD $29 

Power Games 3 CD $31 

Acesol the Pacific 

$39 

Elite Plus 

$19 

Gunship 2000 VGA 

$32 

Metltch:Ear1hsiege CD $47 

5Foot10PckV2CD $29 

Power Hits; Battlelech $22 

Aces of the Pacific CD 

$39 

European Racers CD 

$29 

H.A.W.C. 

$32 

MiG 29 

$39 

Intrply’s 10 Yr Anth CD $24 

Batlletech 1 , 

Aces over Europe CD 

$38 

Evasive Action 

$28 

H.A.W.C. CD 

$35 

MS FI1 Sim 5 Europe 

$26 

Mind Shadow, Tass Time, 

Battletech2, 

Across the Rhine CD 

$47 

Evolver 

$38 

Harrier Assault SVGA 

$47 

MS Fit Sm 5 L. Vegas 

$33 

Bard's Tale, Waslland, 

Mech Warrior 

Air Combi Pacific 1 942 St 9 

Ft 17A Steallh Fighter 

$23 

Harrier Assault CD 

$35 

MS Fit Sim 5 Portland 

$33 

Dragon Wars, Battle 

Power Hits:Btletech CDS19 

AirCmbt Pac.1942Gld $48 

Ft 5 Strike Eagle 2 

$18 

Indy Car Racing 

$30 

Msoft Flight Sim 6 

829 

Chess , Lord of the Rings, 

SSI's Fantasy Pest CD S39 

AirCmblSeriesiUSNF $47 

Ft 5 Strike Eagle 3 CD 

$48 

Indy Car Racing Add 1 

$22 

Microsoft Flight Sm 5.0 $44 

Castles, StarTrek 25 Anv, 

Space Quest Anth CD $48 

Air Havoc Coniroir CD 

339 

F15 Strike Eagle III 

$34 

Indy Car Racing Add 2 

$22 

Microsoft Flight Sim 6 

$45 

Out ot this World 

Space Quest Bndle 1-4 $42 

Air Warrior 2 

334 

FA 18 Hornet 

$54 

Inferno 

$44 

Msoft Flight Sim 6 CD 

$54 

King's Quest Anth CD $54 

Spellcasting Bundle $29 

Air Warrior 2 CD 

$34 

FA 18 Hornet CD 

$54 

Inferno CD 

$44 

Msit Sim Flight Shop 

$36 

Land Sea Air Trilogy $12 

Spellcasting Bndle CD $28 

Air Warrior SVGA 

$34 

Falcon 3 Sen 3 FA-18 

$25 

Iron Angel CD 

$44 

MstI Sm Flight Shp CD 

$44 

Command HQ, 

Star Control Clcln CD $19 

Air Warrior SVGA CD 

$35 

Falcon 3.0 

$29 

Jat Fighters 

$41 

Msolt Space Sim 1.0 

$44 

Red Storm Rising 

Strike Commander 

Armored Fist 

343 

Falcon 4.0 CD 

$49 

Jet Fighter 3 CD 

$47 

Mig 29 Fulcrum 

$29 

F-t 5 Strike Eagle 

Privateer Bundle CD $43 

Armored Rst CD 

$47 

Falcon Gold CD 

$52 

Jet Pack CD 

$39 

Mig 29 Gold CD 

$49 

Lemming’s 1 & 2 CO $28 

Take Ten CD $44 

Army Air Corps: 1942 

$48 

Fast Attack CD 

$48 

Jump Jet 

$22 

Mule 2 

$44 

Lst Treasurs Inlocm 2 $25 

Task Force 1942 W Red 

Art of Ihe Kill 

$24 

Fighter Duel Pro 2 

$33 

Jump Jet Aces Pack 

846 

Nascar Racing 

$39 

Border Zone, Plundered, 

Storm Rising CD $35 

Assignment Miami 

S9 

Fighter Wing 

$39 

Kawasaki Super Bikes 

$24 

Nascar Racing CD 

$47 

Hearts, Bureaucacy. 

The Victory Pack $39 

Battle of Britain 2 WIN 

$34 

Fighter Wing CD 

$39 

Lawn Mower Man CD 

$35 

Operation Combat 

$12 

Cutthroats, Hollywood Hi, 

Top 50 Gams DOS CD $26 

Battlecruiser 3000 

$43 

Fleet Dfndr Ft 4 Tomet 

$42 

Life and Death 

$19 

PT Boat Simulator 

$12 

Jinx, Seastalker, Sherlock 

Top 50 Games WN CD $26 

Battlecruiser 3000 CD 

$48 

Fleet Defender GId CD $48 

Life and Death 2 

$24 

Pacific Strike 

$25 

Holmes; Riddle of Crown 

Turning Point $29 

Chopper Pack CD 

$38 

Fleet Defender Seen 1 

$32 

Lode Runner 

$36 

Pacific Strike Speh Pk 

$12 

Jewls, Wishbringer, Nord 

Ultima Bundle 1-6 CD $29 

Chopper Strike 

$48 

Flight Light 

$19 

Lunar Command 

$19 

Phoenix Fighter CD 

$49 

and Bert, Trinity 

Ultima Trilogy 2 $48 

Chopper Strike CD 

352 

Flight Light CD 

$19 

Ml Tank Platoon 2 

$44 

Power Boat Sim 3 

$46 

Lucas Classic Advntrs $19 

Ultima 4 

Combat Air Patrol 

$29 

Flight Sim Toolkit 

S19 

Ml Tank Platoon ClsscStS 

Privateer 

$48 

Indiana Jones: Secret of 

Ultimas 

Combat Air Patrol CD 

$29 

Flight Sim Toolkit CD 

$39 

M4:Sherman Tank Sim 

$34 

Privateer CD 

$19 

Monkey Island 1, 

Ultima 6 

Combat Classics 2 

$19 

Flight Sim Tooikl Son 2 $19 

Magic Carpet CD 

$42 

Privateer Special Ops 

$19 

Manic Mansion 

Wng Commndr 1&2 CDS32 

Confirmed Kill CD 

$44 

Flight Sim Toolkit WW2$19 

Maxmum OvrkI Bndl 

$42 

Privateer Speial Ops 2 $22 

Maximum Ovrkll W/DskS39 

Wing Commardr 1 CD $29 

Cyber Race 

$19 

Flight Unlimited CD 

$48 

Mech Commander 

$42 

Privateer Speech Pack $17 

Megafortress MegaPak $36 

Wizardry Trilogy 2 $33 

Cyber Race CD 

$32 

Fly the Grand Canyon 

$19 

Mecb Commander CD 

$42 

Rally 

$29 

MeritCD MegapckCD $18 

Wizardry Trilogy $32 

Cyclemania CD 

$34 

Fly the Grand Canyon 

$29 

Mech Force CD 

$39 

Reach for the Skies 

$19 

Mindscape 1 0 Pack CDS34 

Zool Bundle (1&2) CD $19 

D-Day: Oper Ovrlrd CD $39 

Flying Circus 

$39 

Mechwarrior2 

$46 

Real Weather Pilot 

$14 










CHIPS&BITS 


INC. 


Call 800-699-4263 
Int’l 802-767-3033 


Fax 802-767-3382 
Source 10245 


PO Box 234 Dept 10245 Rochester, VT 05767 


‘RAVENLOFT: 
STONE 
PROPHET’ 
Escape the 
dreaded realm of 
Hai'Akir before its 
legendary ruler, 
the ancient rrxm- 
my Anhketepot, 
awakens! An all- 
new adventure In 
the vast, complex 
Ravenloft game 
with a new spell 
management sys- 
tem, CDS39 



INTERACTIVE 

ENTERTAINMENT 


CONQUERED KINGDOMS INCLUDED! 

Request your FREE Interactive Entertainment 
Episode 9 with any in stock CD ROM software 
order. Offer subject to change or cancellation with- 
out notice. Request must be made at time of order. 
Valid from 4/1/95 to 5/30/95 or while supplies last. 
Quantities limited. 




‘JETFIGHTER 3’ 
Heart pounding, 
you see thick 
smoke billowing 
out of your right 
engine. The stick 
bites into your 
white knuckle grip, 
nothing could be 
more real than 
Jetflghter 3. 
Gripping alarms, 
digitized voices, 
engine noise, and 
incredible 
scenery. CD $47 



•ULTIMA 
UNDERWORLD 
2: Labyrinth of 
Worlds’ The 
Guardian strikes 
again, encasing 
the building in a 
gigantic black- 
rock gem. He 
offers the impris- 
oned heroes a 
simple choice; 
proclaim him 
ruler of all 
Britannia, or 
starve. $19 



'FALCON 3.0’ Fly 
Falcon 3.0 
through 3 explo- 
sive campaigns in 
Panama, Kuwait 
and Isrea! or train 
in the Nevada 
desert. FREE 
MiG 29 with 
Falcon 3.0 pur- 
chase. Must 
make request at 
time of order. 
Offer subject to 
change without 
notice. $29 



‘WANDER- 
LUST merci- 
lessly sent to the 
outer readies of 
cyber space, 
your quest is to 
return to reality. 
In order to 
return, you must 
find the key that 
will unlock the 
doors to new 
encounters within this vast oasis of high-tech deca- 
dence. Amazing 3-D rendered environments coupled 
with tantalizingly beautiful women could very well make 
you want to stay lor eternity. CD $44 


IBM SIMULATIONS H IBM SIMULATIONS H IBM SPORTS H IBM STRATEGY H IBM STRATEGY H IBM STRATEGY 


Real Weather Pitot 

$14 

SuperKarts CD 

$39 

All Amricn CIge Ftbl '94$38 

Red Baron Tnk Kir CD 

S39 

TFX CD 

$36 

Barkley:Shut Up & Jam $42 

Red Baron W/Msn Bldr S29 

TFX:Tactcal Fightr Exp $35 

Baseball lor Windows 

$46 

Red Storm Rising 

S14 

Tank Cmndr Ntwrk CD $44 

Blood Bowl or CD 

$34 

Renegade CD 

$45 

Task Free Admiral Pek 

$39 

Brett Hull Hockey '95 

$42 

Retribution 

$35 

Test Drive S'.Passion 

$19 

ESPN Baseball 

$36 

Relribution CD 

$32 

The Big One 

$29 

ESPN Bsball Tonight 

$38 

Sailing Sm 3 E. Coast 

$39 

The Big One CD 

$26 

ESPN Football 

$39 

Sailing Sm 3 W. Coast 

$39 

Tie Fighter 

$45 

ESPN Hockey 

$39 

Sailing Simulator 3 

$52 

Tie Fighter Mission 1 

$19 

Empire Soccer ‘94 

$29 

Sea Wolf 

$19 

Tie Fighter Mission 2 

$19 

FIFA Internalnl Soccer 

$36 

Sea Wolf CD 

$44 

Top Gun CD 

$40 

Front Pge Ftbll Pro '95 

$44 

Seal Team 

$26 

Tornado 

$48 

Front Page Sport Bsbl 

$44 

Seal Team CD 

$19 

Tornado CD 

$39 

Gone Fishin' CD 

$39 

Seaworthy CD 

$18 

Tower 

$42 

Hardball 4 & CD 

$34 

Shuttle 

S26 

Tower CD 

$44 

Jck Nicklaus Gold Bear534 

Shuttle CD 

$24 

Train Engineer 

$29 

Jack Nicklaus Golf CD 

$39 

Silent Hunter CD 

$48 

U-Boat 2 

$36 

Links Pro 486 CD 

$49 

Silent Service 2 

$16 

Ultrabots CD 

$19 

Microsoft Baseball CD 

$51 

Silent Steel 

$46 

Ultrabots Sanctn Earth $19 

Microsoft Golf 2.0 CD 

$45 

Slipstream 5000 CD 

$40 

Voice Commandr Bndl $18 

Microsoft Golf CD 

$48 

Space Clipper 

$42 

Wing Commander 

$18 

MS Golf for Windows 

$48 

Spectre VR CD 

$39 

Wing Commander 2 

$26 

Mike Dilka Power Flbll 

$34 

Spectre Virtual Reality 

$35 

Wing Cmndr 2 DIx CD 

$19 

NBA Jam 

$44 

Speed Racer 

$17 

Wing Commandr 3 CD $53 

NFLChllenge Prem Ed $59 

Star Base 

$42 

Wing Commandr Acad $18 

NFLCoachs CIb Ftbll 2 $44 

Star Crusader 

$33 

Wng Cmnder Armada 

$47 

NFL Super Bowl CD 

$39 

Star Crusader CD 

$39 

Wng Comndr Armd CD $47 

NHL Hockey 

$43 

Starlord 

$39 

Wings of Glory CD 

$40 

NHL Hockey '95 CD 

$40 

Slim Slum 

$42 

Woll Pack 

$20 

PGA Tour GoK 486 CD $47 

Strike Commander 

$26 

Wolf Pack CD 

$28 

Picture Perfect Golf CD$42 

Strike Commander CD S19 

World Circuit 2 

$42 

Pro Tennis Cup 

$38 

Strke Cmndr SpcI Ops1S22 

World Circuit 2 CD 

$44 

Road to the Final 4 2 

338 

Strike Cmndr Spch Pk 

$19 

World Circuit CO 

$39 

Road to Final 4 2 CD 

$43 

Sub Battle Simulator 

$12 

X-Wing 

$39 

Skins Game at Bighorn $40 

Sub Battle Simulator 2 S39 

X-Wing Collector's CD 

$46 

Time Out Sprls Bsktbll $39 

Sub War 2050 

$33 

X-Wing Mission Disk 1 $19 

Tony LaRussa BsebI 3 $48 

Sub War 2050 Plus CD S40 

X-Wing Dsk 2 

$19 

Troy Aikman Ftball CD $49 

SuPwar Scenario Disk 

$19 

Yeager's Air Combt CDS19 

Ultimate Football CD 

$45 

SuperKarts 

$39 

Zephyr CD 

$28 

Uncesry Roughnss'95 

$34 


1B30:RRSRobbr Baron 

$34 

Feudal 

$39 

Patrician or CD 

$36 

10th Air Squadron 

$36 

Flight Commandr 2 CD $38 

Pax Imperia 

$39 

A Train 

$34 

Front Lines or CD 

$39 

Perfect General 2or CD$35 

Advanced Civilization 

$34 

Gazillionalre WIN CD 

$29 

Pizza Tycoon 

$40 

AIrbucks 1.2 

$26 

Genesia 

$39 

Populous 2 

$25 

Ancient Art ol War Sky 

$26 

Genghis Khan 2 

$34 

Power House WIN CD 

S39 

Archon Ultra 

$32 

Global Domination 

$34 

Rags to Riches 

$36 

Arctic Baron or CD 

$29 

Gold of the Americas 

$24 

Reunion or CD 

$33 

Baldies 

$32 

Grandest Fleet or CD 

$34 

Robo Sport WIN 

$34 

Battle Bugs 

$37 

Great Naval Biles 3 CD$34 

Romance 3 Kingdms 2 $24 

Battle Isle 2200 CO 

$34 

Hammer ol Gods CD 

$39 

Rmance ol 3 Kingdm 3 $39 

Battle of Chickamagua 

$38 

Hannibal 

$26 

Rmance of 3 Kingdm 4 $39 

Battles in Time 

$35 

High Seas Tradr or CD 

$39 

Second Conflict WIN 

$34 

Black Beard or CD 

$34 

Hollywood Mogul WIN 

$38 

Serf City: Life is Feudal $37 

Breach 3 or CD 

$34 

Humans CD 

$22 

Sid Meir’s Civil War 

$58 

Caesar 

$24 

Jagged Alliance CD 

$46 

Sim Ant 

$32 

Campaign 2 

$36 

Jutland CD 

$29 

Sim City 2000 

$34 

Castles 2 CD 

$48 

Kingdoms ol France 

$34 

Sim City CD 

$47 

Celtic Tales or CD 

$39 

Kingdoms ot Germany 

$34 

Sim Earih CD 

$40 

Chessmaslr 4000 Trbo 

$36 

Kingmaker 

$32 

Sim Town or CD 

$34 

Civilization 

$34 

Koshan Conspiracy 

$29 

SimClassic Collection 

$44 

Colonization or CO 

$46 

Legions WIN 

$34 

SimCtassic CIcIn WIN 

$44 

Colonization Gold CD 

$48 

Lemmings 3 or CD 

$35 

SImTower or CD 

$33 

Conquered Kngdom 2 

$36 

Lords ol the Realm CD 

339 

Space Miner 

$36 

Conqueror 

$46 

Lost Admiral 2 

$39 

Space Raiders CD 

$42 

Conquest 

$36 

Machiovelli The Prince 

$40 

Star Control 3 CD 

$39 

Crisis in the Kremlin 

$29 

Master of Magic 

$39 

Starship Troopers 

$39 

Darklegions or CD 

$38 

Master ot Magic CD 

$39 

The Complete UMS 

$49 

Dead Zone CD 

$52 

Master ol Orion 

$40 

Theme Park or CD 

$39 

Deadline CD 

$38 

Master of Orion CD 

$40 

Transport Tycoon 

$48 

Detroit 

$39 

MechLords CD 

$35 

USSTiconderoga 

$34 

Discovery Stp ClumbusS34 

Merchant Prince 

$37 

Ultimate Domain 

$36 

Domlnus 

$25 

Millenium Auction CD 

346 

Ultimate Domain CD 

$36 

Dune 

$21 

Navy Strike 

340 

Victory or Defeat WIN 

$42 

Dune 2 

$28 

New Horizons 

$34 

Vikings 2 

$36 

Empire 2 or CD 

$42 

New Horizons CD 

$34 

Walls ol Home 

$39 

Empire Builder 

$36 

Nobunaga’s Ambition 2 $34 

Warcralt or CD 

$39 

Empire Dlx Mstr Ed CD $22 

Onslaught WIN 

$39 

Worlds ol War CD 

$48 

Fantasy Empires CD 

$42 

Operatn Crusader CD 

$39 

X-Com:Terror ol Deep 

$40 

Fantasy Fiefdom CD 

$48 

Outpost WIN 

$38 

X-Com; UFO or CD 

$38 








FREE GAME OFFER* 

See details below 



'JUTLAND' 
Command a fear- 
some dread- 
nought and fight 
for control of the 
No. & So. Alianfc 
for the German 
Imperial Fleet or 
the British Royai 
Navy. Stunning 
SVGA graphics, 
digitized video 
and sound effects 
and Historically 
accurate com- 
bat . CD S29 



‘MORTAL 
KOMBAT 2' Fight 
7 new characters 
with improved 
graphics and 
sound. Offers 40 
new special 

moves, new inter- 
active back- 
grounds, 12 new 
finishing moves, 
more challenging 
game play, 12 
friendship moves 
& 2 new hidden 
chaiacteis.CD S46 



‘AUEN LEGACV 
The slent planets 
of a distant sun 
glimmer and 
swirl before you. 
Trillions of miles 
behind are the 
shattered rem- 
nants of Earth. 
You command 
the seedship 
U.N.S. Calypso in 
search of a lost 
human coloiy so 
you can save your 
civilization. S39 



‘KINGMAKER’ 

Step back in histo- 
ry to the time of 
the War of the 
Roses. In 
England, racked 
by civil war, the 
crown han^ by a 
thread and the 
throne is there 
for the taking. 
Features high 
quality digital 
graphics and 
adjustable diffi- 
culty levels. S32 



‘STAR TREK: 
JUDGEMENT 
RflES' You are 
being watched. 
By what, it is not 
known. A WW1 
triplane is head- 
ing for you at 
warp 9 and your 
sensors report life 
forms on a dead 
planet. The ten- 
sion increases as 
you encounter a 
mysterious 
world . S19 


*FREE GAME OFFER 

Spend Ihe spocttied amouni on any in slocx software and cltoose 
a free IBM game Itom Itio corresponding list below. OKer subjeci 
10 change or cancellation without notice. Valid from Feb 1st - Mar 
31st or while supplies last Rec)uesl must be made at time of older. 

SPEND $60 

Airborne Rpngor 5.25. Falcon 3 Seen 2 MiG 29 3.5, GNB Scenano 
Builder 3.5,Giinship 5.25, Power Hits Sports 3.5/5.25, Charge of 
the Light Brigade 5.25, Chess Not WIN 3.5/5.25, Conquered 
Kingdoms Seen 1 3.S, Pirates S.25, Railroad Tycoon 3.5. SDI 5.25 

SPEND $100 

Bottle Chess WIN 3.5/5.25, Baltics of Destiny 3.5, Bridge 7.0 3.5, 
Cohort 2 3.5, Dragon Fores 3.5/5.25. Earth invasion WIN 3.5, Kron- 
olog; Nazi Paradox 3,5, MacArthuris War 3.5, Mega Traveller 5.25, 
Rolurn of Phantom 3,5, Silent Sanrico 2 3,5, Sony SRS9 Speakers 

SPEND $160 

Alone In the Dark 3.5, Command KQ 3.5, Dungeon Master 
3.5/5.25, Falcon 3.0 3.5, FIS Strike Eagle 2 3.5, Flight Sim 
Toolkit 3.5, Mlcroloague Baseball Manager's Challange 3.5. 
Simon Ihe Sorcerer 3.5, UllirrMi Urrderwohd 2 3.5, Warlords 5.25 


1 IBM TRADITIONAL I 

■ IBM WAR GAMES ■ 

■ IBM WAR GAMES 1 

■ IBM BUDGET 

1 

■ IBM BUDGET 

1 

■ IBM BUDGET 


3D Gme Creation Sysl S45 

Aegis:Guardian of Fit 

546 

Kursk Campaign 

$29 

7th Guest 2 Demo CD 

$6 

Goldtree Buildings 

$10 

Return of the Phantom $12 

Assault Poker CO 

$29 

Aide de Camp 

$45 

Last Blitzkrieg 

$40 

ATP P Flight Simulator 

S9 

Goldiree Characters 

310 

Return to Zork Anih CD$12 

Battle Chess CO 

$45 

American Civil War V3 

$24 

Long Lance 

329 

Acquire 

S9 

Greens 

$12 

Rings ol Medusa 

S9 

Bobby Fischer's Chess S34 

Battle Stations 

$20 

Main Btl Tnk C. Germn 

$29 

Air Force Commander 

$9 

Gunship 

$12 

Rotox 

$9 

Bridge 8.0 

$32 

Bttle Tank Barbarossa 

$29 

Main Btl Tnk Mid East 

$29 

Allied Forces 

$9 

Harrier Assault HD 

S12 

Rules ol Engagement 

$9 

Bridge Baron Win 

$34 

Battle Tank Kursk 

$29 

Malta Storm 

$29 

Alone in the Dark 

$12 

Hearts 

$12 

S D 1 

$6 

Bridge Deluxe 2 

$29 

Battle of Auslertitz 

$24 

Man of War 

$36 

Assignment Miami 

$9 

Heretic Shareware CD 

$12 

Sentinel Worlds 1 

$9 

Brdge Dx 2 W/O.Sharif S43 

Battle of Leyte Gulf 

$24 

Mare Nostrum 

$26 

Austrulitz 

$10 

Horde 

$12 

Sex Planet CD 

$12 

Bridge Deluxe CD 

$43 

Battle of the Atlantic 

$29 

Midway 

$24 

Banzai 

$9 

Hoyle's Book Gmes V3 $12 

Shadow Sorcerer 

39 

Chessmaniao 5 Bln&l 

$34 

Battle of Ihe Bulge 

$39 

Moscow Campaign 

$36 

Bard’s Tale Conslructn 

$12 

Humans:lnsult to Injury 

S9 

Space Vegetables 

$6 

Chessmaster 3000 CD $46 

Battleship Bismark 

$26 

Napoleonics 

$34 

Baseball Facts 

$6 

Interactive Adult Smpir $12 

Sporting Triangle 

33 

Clockwerx WIN or CD 

$34 

Beyond Squad Leader 

$45 

Northern Fleet 

$36 

Battle Chess WIN 

$9 

Internalnal Sports Chall 

1 S9 

Stanford Wongs Poker 

S9 

Cowboy Casino 2 CD 

$34 

Big 3 CD 

$24 

Operation Crusader 

$36 

Battle Command 

$6 

Internatnl Sports Chinge $6 

Star Legions 

$12 

Gambit V 1.5 CD 

$39 

Blitzkrieg or CD 

$39 

Operation Europe CD 

$34 

Blake Slone Episode 1 

$9 

Killing Cloud 

$6 

Star Trk TNG CD Demo $6 

Game Maker 3.0 

$48 

Blue & the Grey or CD 

$39 

Operation Overlord 

$36 

Blue Max Aces Grt Wr 

$9 

Land Sea Air Trilogy 

$12 

Stellar 7 CD 

$12 

Game Maker 3.0 CD 

$48 

Campaign 

$32 

Pacific Storm Midway 

$29 

BodycelloCD 

$6 

Last Chnee to See CD 

$12 

Storm Across Europe 

$12 

Game Wizard Pro 

$32 

Carrier Strike 

339 

Pacific Storm Solomon 

$36 

Budo:Art of Ninja 35 

$9 

Lightspeed 

$9 

Street Atlas USA CD 

S5 

Grandmastr Chess CD 

' $32 

Carriers at War 

$39 

Panzer General or CD 

$39 

Captain Blood 

$9 

Line in the Sand 

$12 

Sub Battle Simulator 

$12 

Incredible Machine 2 

338 

Carriers at War 2 

339 

Point of Attack 

$32 

Castle Wolfenslein SW 

$6 

Linkword-Spanish 

S6 

Taking of Beverly Hills 

$6 

KlikSPlayWIN CD 

$42 

CincPac CD 

$39 

Red Sky Morning 

$36 

Castles Northm CampsS12 

Lost Vikings 

$9 

Tales Magic 

312 

Knight Moves CD 

$34 

CincPac: Midway 

$39 

Return to Falklands 

$28 

Challenge of 5 Realms S12 

ML 1950s World Series 

S9 

Task Force 1942 

$12 

Knight Moves WIN 

$34 

Civil War; 1861-65 CD 

$40 

Rising Sun 

$24 

Champions of Krynn 

$12 

ML 1960s World Series 

$9 

Taste of Erotica Smpir 2 S8 

Lucky's Casino Advnfr 

S34 

Cmmand and Conquer 

$48 

Rommel at El Alamein 

$36 

Charge of Light Brigade S9 

ML 1970s World Series 

$9 

Tste ol Erotica Smpl CD $8 

Magic the Gathering 

$40 

D-Day: The Beginning 

$39 

Rommel at Gazala 

$36 

Conqueror Multi Tank 

$6 

M League Teams each 

,.S9 

Tegel’s Mercenaries 

39 

Mega Maze CD 

$28 

Dreadnoughts Deluxe 

$59 

Seventh Fleet 

$36 

Conquests Robin Hood Si 2 

Magic Candle 3 

S9 

Terminator 2029 

312 

Pinball Arcade CD 

$34 

Fields of Glory 

837 

Stalingrad 

$39 

Covert Action 

S6 

Marianas Trkey Shoot 

$12 

Terran Envoy 

$9 

Pinball Dreams 

$29 

Fifth Eskadra 

$29 

Stalingrad Campaign 

$36 

Crime City 

$12 

MegaFortress 

$12 

Test Drive 3:Road & Car$6 

Scrabble Deluxe CO 

$25 

Fifth Fleet or CD 

$39 

Stalingrad PCMC CD 

$39 

CyberStrike 

$12 

MegaTraveller:Zhodani 

$9 

The Tinies 

S12 

Shanghai! CD 

$41 

Fleet Med 

$27 

Tac Ops WIN 

$40 

Darklands 

$12 

M League Bsbl Seasn eaS9 

Tie Break Tennis 

S9 

Solitaire Deluxe WIN 

$25 

Flight Commander 2 

$38 

The Great War 

$39 

Demon Blue 

$6 

NFL Chll 91 Pre Ssn 

$6 

Tom Landry Ftball DIx 

$12 

Solitaires Journey 2 

$36 

Gettysburg WIN CD 

$42 

Third Reich or CD 

$34 

Descent Shareware 

$6 

NFL Chllng All SlarTms $6 

Tony LaRussa Baseball $9 

Star Wars Chess 

$38 

Grey Seas, Grey Skies 

$29 

Tigers on the Prowl 

$42 

Dr Floyds Desktop Toys $9 

NFL Video Football 

$12 

Top 100 Gmes V. 2 CD$12 

Trivia Madness CD 

$28 

Harpoon 2 DIx CD 

$42 

USS Ticonderoga CD 

$34 

Dr Thorp’s Mini Blackjck $6 

Never Mind 

S9 

Under Fire 

$12 

Trivial Pursuit CD 

$34 

Harpoon 3 CD 

$39 

VVictory:Markol Gardn 

$29 

Dragon Lord 

$9 

New Facilities Locator 

$9 

Vaxire 

$9 

USCF Chess CD 

$37 

Harpoon Classic CD 

$26 

VVIctory:Ulah Beach 

$29 

Dreadnoughts Ironclds $12 

On Target 

$6 

Virtual Vivid CD 

$8 

Universal Novertock 

$38 

Harpoon Clasc WN CD 

$28 

VVictory: Volikyo Luki 

$29 

E- Motion 

$6 

One Must Fall Sharewre $6 

Wacky Wheels Shrewre $6 

Video Cube CD 

$39 

High Command 

$29 

Victory at Soa 

$41 

Erotic Virtual Smpir CD $1 2 

Operation Combat 

$12 

War In the Gulf 

$12 

Virtual Pool CD 

$40 

Iron Cross 

$29 

War in Ihe Falklands 

$24 

Falcon 3 Scer2 MiG 2S 

1 39 

Pixis Adult Sampler CD 

$6 

War of the Lance 

$9 

Wheel ot Fortune CD 

$32 

Kriegsmarine 

$29 

Wargmo Cnslrucln St 2$39 

Fighting for Rome 

$12 

ProFtball Analyst 92 Ed S6 

World Circuit 

$12 

Xplora Deluxe CD 

$62 

Kursk Campaign 

$29 

Warpoinl 

$36 

Flames ol Freedm 

$12 

Puzzle Gallery 1 

$9 

Xiphos 

$6 


Circle Reader Service >>54 










CHIPS&BITS 


INC. 


Call 800-699-4263 
Int’l 802-767-3033 


Fax 802-767-3382 
Source 10245 


PO Box 234 Dept 10245 Rochester, VT 05767 


‘DUNGEON 
MASTER II’ 
There’s More to 
fear than ever 
before in ’The 
Legend of 
Skulikeep’. This 
new world is 
alive with crea- 
tures and actions 
that will occur 
with or without 
you. Stunning 
sound effects, 
real time com- 
bat. CD S38 





X J' 



■MONTY 
PYTHON’S 
COMPLETE 
WASTE OF 
TIME’ You’ll 
face a series 
of challenges 
on a guest to 
discover the 
secret of In- 
tergalaclic 
Success. Watch 
new comedy or 
highlights from 
the TV epi- 
sodes. CD S48 



‘STAR TREK 
TECHNICAL 
MANUAL’ You 
now have 

clearance to 
roam the 
Enterprise at 
your will. You 
are welcome 
to investigate 
even the most 
highly restrict- 
ed areas. 360 
degree visuals, 
actual sets and 
props. CDS39 




‘GRAVIS PHOENIX FLIGHT & WEAPONS CON- 
TROL SYSTEM’ 24 programmable buttons for joystick 
and keyboard controls. Preconfigured settings for the 
most popular games. S83 


‘CANNON FOD- 
DER’ Shoot first. 
Ask questions 
later. And don’t 
forget to wash 
your hands after- 
wards. Obviously, 
it’s difficuti lo think 
that a game about 
war could be light- 
hearted. But lhafs 
exactly what 
made it #1 in the 
U.K. 24 missions 
including 126 lev- 
els. CD $22 


CD-I 200 Magnavox S359 
CD-I 220 Philips $399 
CD-I 450 Magnavox S289 
CD-I 550 Magnavox $479 
CD-I Game Pad $29 
CD-I Inlrard Rmole CntS39 
CD-I Mouse 
CD-I Roller Controller $54 
CD-I TouchPad 
CD-I Trackerball 


7th Guest Digital Video 352 
Alice in Wonderland 
Burn Cycle 
Creature Shock 
Dark Castle 
Dragon’s Lair 2 
Dragon’s Lair 

Escape trm Cyber City $44 
Flintstones/Jelsons 
Hotel Mario 
Inca 

Kolher $44 

Kingdom Digital Video $44 
Laser Lords $44 

LinkiThe Faces of Evil $44 
Util Devil Digital Video 344 
Lords of the Rising Sun $44 
Lost Eden $48 

Return to Cyber City $58 
Space Ace $52 

The Apprentice 
Third Degree 
Thunder 
Voyeur $44 

Zelda's Adventure $44 
Zelda:Wand ol Gamein $44 


$32 


$36 

$56 


^ CDI SHOOTERS 

1 CDI MOVIES 

n 

1 CDI MOVIES 

n 

1 3DO ADVENTURE^I 

Alien Gate 

$26 

A Fish Called Wanda 

$22 

Quigley Down Under 

$24 

Alone in the Dark 

$46 1 

Chaos Control 

$44 

A View to a Kill 

$24 

Raging Bull 

$24 

BIOS Fear 

$52 1 

Chaos Control 

$44 

Addams Family 

$22 

Rainman 

$24 

Blade Force 

$54 1 

Earth Command 

$44 

Addams Family Values $22 

RoboCop 1 

$24 

Corpse Killer 

$52 ; 

Mad Dog McCree 

$52 

Annie Hall 

$24 

RoboCop 2 

$24 

Creature Shock 

$54 ' 

1 Mad Dog McCree & GnS72 

Apocalypse Now 

$22 

Rocky 

$24 

CyberWar 

$54 1 

i Mad Dog McCree 

$52 

Baby Boom 

$24 

Silence of the Lambs 

$24 

Daedalus Encounter 

$54 1 

1 Microcosm 

$44 

Benny & Joon 

$24 

Sliver 

$22 

Demolition Man 

$58 • 

1 Mystic Midway 1 

$26 

Beverly Hills Cop 3 

$24 

StarTrek 1 

324 

Doom 

$56 1 

1 Mystic Midway 2 

$26 

Black Rain 

$22 

Star Trek 2 

Star Trek 3 

$22 

Dragons Lair 2 

$52 1 

H CDI STRATEGY 

Bull Durham 

$24 

S1arTrek4 

$24 

Horde 

352 1 

: Axis & Allies 

$44 

Carrie 

ConeHeads 

$22 

Star Trek 5 

Star Trek 6: 

$22 

ImfTiercenary 

Killing Time 

$52 1 

Backgammon 

$30 

Dances With Wolves 

$22 

Steamy Windows 

$29 

Kingdom;Far Reaches 

$46 1 

1 Battleship 

$30 

Diamonds are Forever 

$24 

The Black Stallion 

$24 

Myst 

$59 ’ 

1 Caesar Wrid of GamblgS44 

Dr. No 

$22 

The Firm 

$22 

Rebel Assault 

$52 

1 Clue2DV 

$46 

Fatal Attraction 

$24 

The Secret of Nimh 

$22 

Robinson’s Requiem 

$52 

1 Clue 

$44 

For Your Eyes Only 

$24 

Thelma and Louise 

$24 

Shadow Caster 

$52 

1 Clue 2 

$46 

From Russia With Love$22 

Top Gun 

$22 

Space Ace 

$52 

i Connect Four 

$26 

Goldfinger 

$22 

Trading Places 

$24 

Space Pirates 

$49 

1 Defender of the Crown 

$34 

Hannah and Her Sister 

$24 

Wayne’s World 2 

$22 

Star Trek TNG 

$56 

1 Defender of the Crown 

$34 

Hunt lor Red October 

$22 

Wayne’s World 

$22 

Vikings 

$46 

1 Dime’s Quest 

$32 

Immortal Desire 

$29 

White Christmas 

$22 

Virtuosa 

$52 


Jeopardy $36 

Jigsaw $36 

Joker’s Wildl $36 

Joker’s Wild Jr.l $36 

Joker's Wildl $36 

Mega Maze $30 

NFL Instant Replay $44 
NFL Trivia Ching 94/95 $44 
NFL Trivia Challenge $44 
NFL Trivia Ching 94/95 $44 
Name Thai Tune $36 
Pinball $30 

Sargon Chess $36 

Tetris $30 

Text Tiles $30 


Lassie $24 

Live and Let Die $24 

Married to the Mob $24 

Mississippi Burning $24 

MoonRaker $24 

Moonstruck $24 

Naked Gun 2 1/2 $22 

Naked Gun 33 1/3 $24 

Naked Gun $22 

Ol Mice and Men $24 

Overboard $24 

Patriot Games $22 

Pink Panther $24 

Planes, Trains, & Auto’s $22 
Posse $22 


6 Button Control Pad $26 
Control Pad Goldstar $36 
Control Pad Panasonic $39 
Digital Video CD Adaptor 
MPEG Panasonic $239 
Digital Video CD Adaptor 
MPEG Goldstar $199 
Right Stick Pro $99 

Gun $44 

Mouse $42 

System Goldstar $399 
System Panasonic 3399 


Burning Soldier 
Crime Patrol 
CyberClash 
Drug Wars 
Mad Dog McCree 2 
Microcosm 
NovaStorm 
PO'ed 

Police Nauls 352 

Pyramid Intruder $52 

Shock Wave $56 

Star Blade $54 

Who Shot John Rock $52 


$54 

$52 

$52 

$52 


3DO KICK & PUNCH 


Claytighter 2 $46 

Rise of the Robots $52 

Samurai Showdown $52 

Spr St Fighter 2 Turbo $59 

Way of the Warrior $52 


3DO ROLE PLAYING 1 

Dragon Tales Lore 

$46 

Hell 

$39 

Ishar 3 

$52 

Slayer 

$29 

Syndicate 

$54 

1 3DO SIMULATIONS 

Flying Nightmares 

$52 

Magic Carpet 

$54 

Megarace 

$29 

Need lor Speed 

$52 

Off World Interceptor 

$52 

Quarantine 

$34 

Road Rash 

$56 

Rock & Roil Racing 

$48 

Top Gun 

$54 

Trance Mission 

$56 

Wing Commander 3 

$54 

3DO SPORTS 

ESPN Baseball 

$52 

FIFA Inlernatnl Soccer 

$52 

JammitI 

$49 

Madden Football 

$49 

PGA Tour 

$54 

Pebble Beach Golf 

$49 

Slam City 

$52 

Slope Style 

$39 

Wicked 18 Golf 

$52 

Winning Post 

$54 



















FREE GAME OFFER* 

See details b^ow 



SUPERKARTS’ 
Test your go kart 
skills against top 
drivers on 16 
tracks to become 
S u perKarts 
champion of the 
world. Incredibly 
smooth, with 60- 
frames-a-second 
action! Exclusive 
RT3D graphics 
engine gener- 
ates extraordi- 
nary fast and 
realistic. CD $39 



‘1630 RAIL- 
ROADS & 
ROBBER 
BARONS' 

Welcome to the 
19th century! 
With immigrants 
pouring in, 

America is poised 
for explosive 
westward growth. 
Magnates famed 
for their greed 
and business 
acumen rush to 
cash in. CD $34 



‘MAOC CARPET 
Fly through 
breathtaking 
wcxids on a magic 
carpet in your 
quest to become 
ruler of Arabia. 
When a wizard 
war splits the con- 
tinent into many 
islands, you step 
in as Grand Vizier. 
Offers fantastic 
3D flight dynamics 
and 20 hazardous 
missions.CD $42 



‘VAMPIRE'S 
KISS’ Journey 
through the 
conidors of the 
vampire’s 
ancient virtual 
3D castle. 
Astounding 
interactive 
graphics allow 
you to search 
for the secret 
passageway that leads to the vampire's private cham- 
ber.Your actions determine the outcome, but beware of 
things that go bump in the night they just might suck 
more than your blood! CD $49 


3DO STRATEGY 


BrainDead 13 $52 

Cyberia $46 

Dinopark Tycoon $52 

Family Feud $34 

Fun ‘n Games $52 

GEX $52 

Grandest Fleet $56 

Gridders $36 

Incredible Machine $52 

Lemmings Chronicles $52 
Lemmings Chronicles $52 
Panzer General $59 

Pataank $52 

Perfecl General $56 

Roal Pinball $52 

Shanghai! $52 

Star Control 2 $52 

Star Wars Chess $54 

Station Invasion $40 

Station Invasion $40 

Theme Park $52 

Twisted $49 


3DO ADVENTURE 


American Blond $32 

Blind Spot $32 

Blond Justice $32 

Blond Justice $32 

Blondage $32 

Cheating $32 

Immortal Desire $32 

Intimate Journey $32 

Love Biles $32 

Mask $32 

Neurodancer $39 

Sex $32 

Steamy Windows $32 

Super Models Go Wild $32 
Voices in My Bed $32 


IBM ADVENTURE 


7lhGst2: 11th HrCD $51 
Adventure of Mikki Finn$39 


After Dark Trilogy CD $33 
Amateur Models 2 CD $30 
Amorous Asian Girls $32 
Animated Fanis 2 $34 

Animation Temp $28 

Bambi& Friends Anim $29 
Best of Inferno CD $39 
Bst of the Barlw Affairs $32 
Bsf of Bst 2;Grls on GrI $29 
Best of the Best 3 $34 

Beverly Hills 90269 CD $26 
Bikini Beach CD $44 

Blond Fever CD $36 

Bloodnet $39 

Busting Out CD $39 

CD Collectables $26 

Candy Stripers CD $29 
Cat and Mouse CD $39 
Club Cyberlesque CD $29 
Cyber-Peep Inter CD $19 


Dangerous Blondes CD529 


Danish Girls Exiusive 1 $25 
Desktop Voyeur 1 CD $49 
Deva X CD $49 

Digital Dancing CO $32 
Digital Seduction CD $34 
Doom 2 $44 

Dream Girl CD $28 

Dream Machine CD $54 
Endangered CD $29 
Fantasies Inter CD $35 
Forever CD $26 

Fox Pack CD $37 

Full Motion Production $29 
Girls Frm The Big East $39 
Girls Games CD $32 
Girls of Mardi Gras CD $39 
Girltriend Maria $39 


•TV GUIDE'S 
MULTIMEDIA 
CROSSWORDS’ 
Crosswords 
with a twist! 
Solve puzzles 
like never 
before with 
more than 
1,800 video, 
photograph, 
and music 
clues. These 
CD-ROMs 
cover a variety 
topics.CD $19 


1 IBM ADVENTURE ■ 


1 NOT FOR KIDS 

i m 


Girlfriend Nikki CD 

$49 

Secrets Interactive CD 

$35 

Girlfriend Suzie 

$44 

Sinfully Yours CD 

$29 

Girlfriend Ten CD 

$46 

Sizzle CD 

$36 

Group Therapy CD 

$39 

Sorority House CD 

$34 

Harvester CD 

$44 

Space Sirens CD 

$49 

Heidi's Girls 

$28 

Spy Club CD 

$49 

Neil CO 

$45 

Slarware Gift Pack CD $59 

Heretic 2 CD 

$46 

Steamy Windows CD 

$25 

Hidden Agenda CD 

$39 

Super Models Go Wild 339 

Immortal Desires CD 

$25 

Surler Girts CD 

$39 

Indiscretion CD 

$36 

Texas Table Dance CD339 

Intimate Journey CD 

$24 

Ultimate Toasors CD 

$26 

Kama Sutra CD 

$36 

Urotsukidoji Collection $59 

Ladies CIb Pokr Night 

$26 

Vampire's Kiss CD 

349 

Legend 4 CD 

$25 

Velvet Dreams CD 

$35 

Loads o( Fun CD 

$32 

Virtual Director CD 

349 

Man Enough CD 

$34 

Virtual Valeria 2 CD 

$42 

Mark of Zara CD 

$38 

Virtual Vixens CD 

$39 

Mask CD 

$25 

Virtually Yours CD 

$49 

Midnight Stranger CD 

$45 

Volcano CO 

$34 

Mind Teazzer CD 

$32 

Voyeur CD 

$46 

Mustang Interact CO 

$49 

Wanderlust CD 

$44 

Mind Shadows CD 

$25 

Wicked Whispers CD 

$34 

Night Trips 2 CD 

$25 

Winner Takes All CD 

339 

Night at the Drive-In 

$26 

1 

— 1 

Novel Desires CD 

$33 

1 JAGUAR 

1 

Nourodancer CD 

$45 



Neuropak CD 

$59 

Jaguar CD System i 

$149 

Nick Steele P.I. CD 

$59 

Jaguar System i 

$249 

Nighlwatch Inter CD 

$39 

Air Car Wars 

$52 

NIghtwatch Inter 2 CO 

$39 

Allen Vs Predator 

$56 

Paradise Club CD 

$39 

Arena Football 

$54 

Parlor Games CD 

$25 

BaldyCD 

$52 

Phantasmagoria CD 

$49 

Barkley Basketball CD 

$52 

Pleasure Zones CD 

$33 

Batman Forever 

$59 

Princess of Persia CD 

$34 

Battle Morph CD 

$52 

Quarantine CD 

$39 

BrainDead 13 CD 

$52 

Racquelle Releasd CD 

$34 

Brett Hull Hockey 

$59 

Rlmtire Pacllic Video 

$32 

Cannon Fodder 

$54 

Scissors N' Stones CD $29 

Castle Wollenstein 3D 

$39 

Circle Reader 

Service #54 




Chaos Agenmda CD 

$52 

Cyber Lip CD 

$69 

Club Drive 

$49 

Fatal Fury 2 CD 

$69 

Creature Shock CD 

$52 

Fatal Fury CD 

$69 

Demolition Man CD 

$52 

Fatal Fury Special CD 

$69 

Doom 

$59 

Fight Fever CD 

$69 

Double Dragon 5 

$52 

Football Frenzy CD 

$69 

Dragon’s Lair CD 

$52 

Ghost Pilots CD 

$69 

Dragon 

$39 

Gururin CD 

$69 

Dune 

354 

Kamov's Revenge CD $69 

Flight for Lite 

$59 

King ol Fighters 94 CD $69 

Flashback 

$52 

King of Monsters 2 CD $69 

Gunship2000 

$54 

King of Monsters CD 

369 

Hardball 3 

$52 

Last Resort CD 

$69 

Hammer Head 

$59 

League Bowling CD 

$69 

Horrorscope 

$54 

Magician Lord CD 

$69 

Hover Strike 

$52 

Mutation Nation CD 

$69 

Iron Soldier 

$54 

Nam 1975 CD 

$69 

Kasumi Ninja 

$59 

Ninja Combat CD 

$69 

Pinball Dreams 

$54 

Ninja Commando CD 

$69 

Power Drive Rally 

357 

Panic Bomber CD 

$69 

Primal Rage 

$58 

Puzzled CD 

$69 

RayMan 

$58 

Riding Hero CD 

$69 

Rise of the Robots 

$59 

Robo Army CD 

$69 

Star Raiders 2000 CD 

$52 

Samurai Shwdwn 2 CD $69 

Syndicate 

$58 

Samurai Showdwn CD $69 

Tempest 2000 

$52 

Sengoku 2 CD 

$69 

Tiny Toon Adventure 

$52 

Sengoku CD 

$69 



Soccer Brawl CD 

$69 

1 NEO GEO 

■ 

SpInMasler CD 

$69 



Street Hoop 

$199 

Neo Geo CO System 

$569 

Super Sidekicks 2 CD 

369 

3 Count Bout CD 

$69 

Super Sidekicks CO 

369 

Aero Fighters 2 CD 

$69 

Super Spy or CD 

$69 

Alpha Mission 2 CD 

$69 

Thrash Rally CD 

$69 

Andro Dunos CD 

$69 

Top Hunter CD 

$69 

Art ol Fighting 2 CD 

$69 

Top Player Golf or CD $69 

Aft ol Fighting CD 

$69 

View Point CD 

$69 

Blue’s Journey CD 

$69 

Windjammers CD 

$69 

Burning Fight CD 

$69 

World Heroes 2 Jet 

$69 

Crossed Swords CD 

$69 

World Heroes 2 CD 

$69 



JAGUAR 


NEO GEO 














IBM-’sNew jz-bil Operating System Is A Real Workhorse, 
But Does It Have Time To Play? 



KM nous. 
UUITMDIII 


OS/2 Warp 

Version 3 Uses Hour CxIsiIab DOS and Windows -J- 


by Jerry Golick 


I II.W’K W.V.K A USER OE IBM’S ()S/2 Ol’ER- 
••VllNi; SYSTEM FOR ABOUT lAVO N’EAKS 
NOW, USINCi ri' MOSTLY FOR MY WORK. I 
fcally like llie capabilities of (his o[)ei‘- 
aling sy.sieni when it conics to things 
like coninuinicaiion and integration, l^iil. 
when it conies to games I’ve been a dic- 
hard DOS vclcraii. I’ve never round a I'ea- 
son to run games under ()S/2 (or any 
otlier non-DOS operating system), since it 
seems ihal if a game has been wriiteii to 
mil under DOS iliere’s no reason to add 
the additional licadaches of an extra oper- 
ating system. Besides, DOS seems to be 
the lasiesi operating system arfjimd for 
high-speed action games and sinuilalions 
wlien using IBM-compatible macliines. As 
a restill, my hard di'ive is set up with OS/2 
for Inisiness and DOS for pleasure, and 
rai'ely do the twain meet. But all that may 
be changing. You see. I’ve been VVarpetl. 

WHY WARP? 

But before i tell you about li^M’s new 
O.S/2 Wari’, an enhanced version of OS/2, 
lei me tell vou about my problems using 
DOS for games. If you’re like me you 
jiiobabh' have a stack of “boot disks” be- 
side yoiu' machine. Games can be very 
picky about the memory configuration 
dial iliey want to run in, and while reboot- 


ing the machine to load a new 
conllguration is not the worst 
ihing in die world, it is certainly 
an inconvenience I coukl do 
without. 

Even more irritating is hav- 
ing to interrupt a game of 
Doom for work! Not only do 1 
have to stop playing, but I then 
have to reboot the machine so 
that I can get to my work envi- 
ronment. When I’m on the 
phone with .someone, the delay 
becomes Ihistrating. 

Lei’s face it. 'I'he DOS inter- 
face is not the world’s most ai- 
li'aciive. While ty|Miig 
commands might be considererl 
fun by some, it’s soniething else 
that I could do without. One tif the rea- 
sons liir the popularity ol gi'a|ihical envi- 
ronments like Microsoft’s Windows or 
IBM’s OS/2 is the i’act that yoti can do so 
mtich without having to type commands. 

Does Ware solve all of tlie.se DOS prob- 
lems? No, not all of them. But it soh’es 
enough of them to make it woi ili a look. 
Depending on what vou are itying to do. 
Warr can be a great help. 

L.et’s start with the |3robleni of multiple 
boot disks. OS/2 eliminates this problem 


by allowing you to define differeni DOS 
environments that are specific to the 
needs ol' a jirogram. Vou can give one 
game KMS memory and another XMS. 
Vou can choose the tyjie ofgi'aphics envi- 
ronnienl vou want. In fact, you can have a 
separate AU'rOKXI'C.B.'Vf and GON- 
flCLSVS for each game. There’s no need 
to play around with menioiy nianagei's be- 
cause W.YRi’ niiinages the memoiy lor you. 

'fo simjilify things a bit, Wari’ comes 
with a ntnnber of preset configurations 
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You destroyed 
their base on Mars. 

You thought that was 
the end of them. 

But deep beneath the 
Earth's raging seas, 
their fury boils 
with a vengeance. 

Your worst nightmare 
is just beginning! 

From the makers of 
X-COM UFO Defense' " 
comes a new 
evolution of evil. 


TERROR 

FROM THE 

DEEP 

1-800-879-PLAY. For IBM®-PC 
& Compatibles on 3.5” HD 
and on CD-ROM. 

©1995 MicroProse. All rights reserved. 





SET UP FOR THE KILL OS/2 Warp offers an enormous number of 
options when setting up the environment for a specific program. For 
every program, you can determine memory, video display, and 
control settings, among others. 


Ibr many popular games. Alter selecting 
the “Add Programs” icon, Warp will scan 
your hard drive looking for any DOS, 
Windows, or OS/2 programs that are in 
the database. If found, W.'YRI' automatical- 
ly sets up the correct icons/settings for 
each one. 

Of course in some cases you may want 
to go back to DOS. Warp olfers two ways 
of doing this. Without getting into a long 
explanation, the end result is that if you 
want “vanilla” DOS, you can have it. 

Most DOS games perform best in a full 
screen environment, which is accom- 
plished easily enough, and when you are 
running under Warp a simple keystroke 
combination (either <CNT>-<ES- 
CAPE> or <ALT>-<ESCAPE>) will 


Windows users will have to 
spend some time learning 
another graphical inter- 
face, and might even find 
it easier to use. I strongly 
suggest that new users take 
the provided tutorial and 
that you don’t forget about 
the right mouse button. Al- 
most every operation that 
you want to perform can 
be done via the mou.se. 

Warp also olfers some neat 
ways to customize the in- 
terface for your own needs. 

For instance, you can cre- 
ate your own desktop icons 
and custom menus for 
those icons. 

You can 
even have 

multiple desktop configu- 
rations — one for games 
and one for work. 


on-line buzz over this game has become 
quite a roar lately, due to its deep, ad- 
dicting gameplay. In addition, a native 
version of SimCpia' is available, Sim CriY 
2000 is in the works, and there has even 
been some talk of a popular game that 
rhymes with “room.” There are also 
many native shareware games currently 
in circulation. 

GAMING AIN'T EVERYTHING 

Al’e there other reasons to give Warp a 
riy, even if you still go back to DOS for 
your games? You bet. Warp comes with 
something called the Bonus Pack. It’s 
basically a value-added set of programs 
intended to show what Wari’ can do. 
One of the programs is the Internet Ac- 
cess Kit (lAK). It provides single click 


PRE-CONFIGURATION OS/2 Warp comes packaged with a number of 
preset configurations for games. When you add a program to your 
desktop. Warp will scan your hard drive looking for programs that 
match its database. If a match is found, the program will be 
automatically configured for optimum OS/2 performance. 


lake you back to the OS/2 interface. De- 
pending on how you have arranged 
things, your game will either be suspend- 
ed or active until you get back to it, One 
interesting side effect of this feature is 
that you can have multiple games run- 
ning at the same time. This means you 
can quickly switch between games as the 
mood strikes you. So, while you’re wait- 
ing for your opponent at the other end of 
the telephone line to take his turn in Em- 
pire Deluxe, you can shoot a couple of 
holes of golf. This also means that my 
ganius inlerruptns problem is solved. 
When my work duties call on short no- 
tice, I just “hot-key” back to OS/2, do my 
work, and flip back into the game where 
I left off. Veiy handy! 

What can I say about the interface? You 
will either like it or you won’t. I like it. 


WARP AND THE 
SERIOUS GAMER 

What ab out games and 
Warp? If you play a lot of 
flight simulators and 
high-speed action games, 
and yon don’t have a veiy 
high-end processor, you 
may find yourself going 
back to vanilla DOS pretty 
often. Most of these 
processor-intensive games 
work faster without OS/2, 
and some won’t work at 
all since OS/2 has some 
problems 

with games that use Pro- 
tected Mode. On the oth- 
er hand, if you mostly 
jjlay strateg)^ games. Warp 
is great. Put another way. 

Warp is fine if you don’t 
need high-speed graphics. 

To avoid lliese speed 
and compatibility issues, 
games must be pro- 
grammed specifically for 
OS/2, and such “native” 
games are finally begin- 
ning to appear. Galactic 
Civilizations from Star- 
dock Systems is an OS/2- 
only game. It’s something 
like a combination of 
MaS'itr of Orion and Sid 
Meier’s Civilizafion. The 


TIE ON THE WINDOW After a simple configuration, LucasArt’s X-Wing 
runs in its own Warp window. However, as with most high-speed DOS 
games, X-Wing will run much faster in a full DOS screen than in a 
desktop window. 
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nred of chasing moving largels on comnuier shooting games with a moose? 
With the PC GAMEGUN™ from American Laser Games, you can be fast, accoraie 
and have a biast. 


The PC GAMEGilN is a iight-gun nerinherai which ids you interface by pointing at 
the screen and shooting, in addition to American laser Games’ fuli-moiion, 
iive-action shooUng games, other game manufacturers are programming tides 
to be PC GAMEGUN compatible. Mad Gog McCree'." Mad Gog It: The Lost Goldr 
Who Shot Johnny RockPf Space Pirates'." Crime Patrol r Drug Wars'" and 
upcoming dde The last Geunty Hunter'"are all enhanced by using the 
PC GAMEGUN instead of a mouse. 


Sneed up response Ume and boost your enjoyment of comnutehbased 
shoodng games with the PC GAMEGUN. Suggested retail price ranges 
tram $54.95 to $G4.95. look for it in stores this May. 


Circle Reader Service #61 

PC GAMEGUN Is a trademark of 

American Laser Games, Inc. All rights reserved. 



access lo llie Internet. You gel all your 
favorite Intcrncl programs like Gopher, 
Telnet. FIT, NewsReacler and others. A 
multimedia mail package called Ullimail 
is also included, iiui my lavorite is the 
Web Kxjjlorei', a graphical inieri'ace lo 
the \Vorld Wide Web (WWW). The 
WWW is a multimedia, hypertext-based 
ciiLink of the Internet that contains 
more information llian you could ever 
dream of. It grows bigger cveiyday. Web 
Explore!' allows users to exj)lore the 
Web from within OS/2, is extremely easy 
to use, and a lot of fun. Many game 
comjDanies maintain W\\^\' links so you 
can gel the latest info about youi' fa- 
vorite games. But beware! You can 
spenti a great deal of lime, and conse- 
Cjuentiy money, exj)loring the Web. 
Once you start exploring you nevei' 
know where you may end up. 

Access to the Internet is pi'ovided by 
IBM’s Advantis network, and it can get 
expensive. However, the same ])i'ogram 
can be used to link up to youi' own Inter- 
net access provider if you already have 
one. (For those who ai'e moi'e technically 
minded, the interface currently supports 
SLIP, with I’lM’ 1.0 be available by the 
time you read this.) 

Waui' also comes with a graphical 
front-end to CompuServe, similar to the 
WinCim interlace Ibr Windows. The two 
primai'y support areas foi' OS/2 on Com- 
puServe are ()S2USKR and 0S2SUP- 
PORT. In OS2USKK you can find a 
section called “Fun and Games,” which is 
a gtiod place lo ask youi' game-i'elaied 
questions tvhen it comes to making them 
work (or not work) under Waki’. 

Occasionally, Waki’ allows you to do 
tilings that tire simply impossible using 
DOS or Windows, like running X-^YIN(; 
in a window on the Wari“ desktojx Un- 
fortunately, not all games can be run in 
this fashion. By the way, 1 don’t suggest 
trying lo play X-WlN(. in a window unless 
\ <.)n have a veiy fast j)rocessoi'. 

So, is Wari' foi' you? As I said, that de- 
j)ends on what you are l^mig to do. I have 
always fell that OS/2 was a gi'eat opci'ating 
system in terms of inlegi'aiion. Since you 
can run DOS, Windows, and OS/2 apjilica- 
tions at the same lime, this means thtil you 
can build an iiiierface that woi'ks the way 
you want. If you’re a high-speed action or 
simulation playei', howevei', you may wtini 
lo slick lo DOS. 

In terms of system reciuirements, Wari' 
wants a lot of disk sp:ice (about 50 
megabytes), and while it can I'un with 


four megabytes of RAM, I would suggest 
eight as a minimum. The installation 
progi'am is simple and llexible, with 
both a quick installation option and an 
ach'tuiced option that allows you to set 
up a boot manage)' and partitioned dri- 
ves. And the price is nice — you can get a 
copy for less than SI 00. 

From the numbers, it’s likely that 
most of you otvn \\'indows, and some of 


There are a couple of native OS/2 
games, but one in particular has made 
(ILiile a stir. G.aiaC'IIC CiviLiz.AnoNS from 
Stardock Systems (distributed by Ad- 
vanced Idea Machines, 801-572-4018) is 
a conquest game in the style of Mas'ITR 
OK Orion and Sid Meikr’.s Civilization. 
Like most games of this type, you start 
with a single colony ship and a inegalo- 
maniaca! de.sire to control the galaxy. 
You can select the galaxy size that you 
want to play in and the number of oppo- 
nents you want to play against (from one 
to five). The computer- 
controlled players can 
also be assigned “person- 
ality” profiles which 
range from evil to friend- 
ly. Each star system will 
have between 0 and 12 
planets, some of which 
may be suitable for colo- 
nization. 

Once you establish a 
colony you must decide 
liow to develop its re- 
sources. Beyond building 
ships and researcliijig 
new technologies, you 
can also improve the 
planet with a wide variety- 
of pi'cqecis such as soil 
enrichment, nano-tech- 
nolog)', schools, and even 
an entertainment network to keep the 
population happy. 

Of course, the computer opponents 
have theii' own empire building dreams. 
Even the “I’riendly” opponents expand 
quite rapidly. As in CmLiz.A'n()N, you can 
form trade and political alliances, lliese 
are important, especially in the early 
stages of the game, as they will help you 
avoid conflicts that you do not have the 
resources to pursue. 


you are eagerly awaiting the release of 
Windows ‘95. \Vell, while you wait (and 
wait) for ihe Microsoft release, know 
tiiat thei'e ai'e other operating system 
options, and that ()S/2 Warp may be die 
best among ibcin. Willi ii, you can play 
man)' ol'your DOSAVindows games, ex- 
plore the Internet, and e\’en get some 
work done. In oilier words, yon can gel 
\Vai'ped. ikf’ 


Also as in Civii.iz.vi iON, technolog)' is 
built upon technolog)', and it can be clif- 
licult to determine what you need to re- 
search in order to get to the advanced 
“good stulf.” 

'I’he game was originally release in Eu- 
ro])e, and the European version does not 
contain a rule book; instead, the entire 
manual has been made available as on- 
line help tiiat is loaded w'iih the game. 
Since Galactic Civilization can be 
played in a Warp window, you can easily 
flip back and Ibrlli. The Nortli American 


version will include a manual, however. 

Quite a number of discussion groups 
are going on at various on-line seiA'ices 
including CompuServe, Internet, and 
others where you can pick iiji a variety of 
tips. While I have not heard of an “OlFi- 
cial Strategy Guide” for Gaiactk; Civi- 
lization, i am sure tliai one will be 
coining, because this game is big 
enough, smart enough, and, gosh darn 
it, people like it! 


Conquest Of The “Natives” 



WARP GETS CIVILIZED Stardock Systems' Gauctic Civilizations lias made 
a lot of noise in the QS/2 gaming world. Its addictive strategic play has 
been compared to MicroProse’s Master of Orion and Civilization. 
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The New Sound Blaster AWE32r 

^ Introducing the wave oF the Kiturc: the new Sound 
Blaster AWE32. It combines advanced wave table 

Sound 

i = I T*Vlig a synthesis, a powerful digital signal processor, and 
the hottest audio effects all on the same sound card. That’s 



SoundFont''' technology, so you can add to the librarv of 
sampled sound effects and instruments. And the latest speech 
technology, so you can navigate through all the major 
Windows"' applications using voice commands. 

Of course, it’s a Sound Blaster. So it makes all vour 


why it’s the nc.xt generation PC sound standard. 

The Sound Blaster AWE32 puts the world's purest 
music synthesis technology (from E-mu Systems) inside your 
PC. It also includes effects like chorus and reverb for 


increased depth and richness. And QSound so you can 
position sounds in 3D. Ir even comes with downloadable 


— [ Sound Blaster AWE32 incluc 

SOUND Blaster AWE32 General midi Interface 

HSC Interactive SE 

TRUE 16-BIT CO SOUND 

three CD-ROM Interfaces 

Creative WaveStudio' 2.0 

ADVANCED WAVEFfECTS' 

Microphone 

QSound Control panel 

SYNTHESIS 

Software includes; 

Creative Ensemble" 

32-VOICE Polyphony 

Cakewalk apprentice 

CREATIVE SOUNDO'LE" 

Sampling Subsystem 

for windows 

Creative Mosaic 


favorite games and software sound more outrageous than 
you ever imagined. All this sound technology could cost you 
thousands. But the new 
Sound Blaster AWE32 is 
only $399.“ No other sound 
card comes close. Sound 
interesting? Visit your 
local Creative Labs dealer. 

Or call I-aOO-998-5227. 


WAKE UP THE REST OF YOUR BRAIN.' 



•Siiggtslcd rct.nil price. ©199-1 Cte.itivc Technology Ltd. Soiiinl Dl.isier, Sound Bbaier AVVIi.'’, AJeonced WavHffccis, Cccalive VoicrAi>i!l, Cre.ilivr Te.itAs.'itl, Creative liiiseinhlc, Creative W'ave.StiiJio, tVejine Smindo’l.li and 
ihe Sound lihtrer .ind (ireative logoi .are traLiem.irki of (Ve.itive 'reclinolngy Ltd. All other ir.ulein.irks .tre the property of their reipeclive owner.'. 

U.S. inijulriei; Cre.itive Lihs I-B(Kl-998..‘i227 nr •K)S-12S-66()0, Inirrmiional inijiiiries; Oentive Technology Ltd., -Sing.ipore, 'I 111. 65-773-02.1.1 l-'A.X 65-775-0.153. 
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A Hint 
In Time 



These y\RE no'i' 

1IA1'1'\’ I'lMES FOR 
GAMERS. Over the 
Iasi year and a 
hall' oi- so, game 
releases have (ended 
lo be lew and far be- 
iween, and wheii .sonielhing 
does come along, it is likely to be j)retty but 
mediocre at best. Right now, we are in the midst 
of another drouglit; noiliing new in (he way ol' 
adveniure or role-playing games, as I write this, 
is on tile horizon. 'I'lie barrel is not only empty, 
it doesn't even have a bottom to scrape. 

So I am stuck with doing a Dreaded Editorial, 
and the stibject of this one is iiinr books. Going 

laCRY Sl^H T 


• Science fiction has been a hot topic lately in the realms of the 
crystal ball. For example, Robot City from Byron Preiss is based on an 
Isaac Asimov universe and the late writer’s Laws of Robotics. The 
forthcoming game will be a 3-D MYST-alike with more interaction. Un- 
like MYST, this new world of adventure will be heavily populated, 
mostly with robots. The player’s character is framed for a murder, 
wakes up with amnesia, and has to prove his innocence. In finding the 
murderer, of course, he also finds a more dangerous plot afoot. 

• Just after Hero Software alumni held a wake for the Champi- 
ons computer role-playing game, other software companies began 
to express interest in licensing the system for their own games. 

• After the long delay on LucasArts’ The Dig, the graphic adventure 
co-written by Steven Spielberg, we were happy to discover that all the 
parts are almost complete and that it may be playable soon, even 
though much of the game is still in rough form. 


by the letter.s I receive, and comments I have 
read on-line, gamei's are divided into two main 
camps: those that think a hint book should be 
included ivith eveiy adventure and role-playing 
game, and those who think that they should be 
able to finish a game without needing a hint 
book in the lirst place. 

Hint books, and their partner.s, the outra- 
geously overpriced hint lines, are big business 
now, but it wasn't always so. Back in the good 
old days, when eveiyone had an Apple, Atari, 
01' Commodore computer, hini books didn’t ex- 
ist. If you were slumped by a puzzle, you 
worked it out on )’our own, or called the game 
company (whei'c a real, live person an.swered 
your questions), or put the game on the shelf, 
unfinished. Many times, 
players opted for that last 
option: a lot of games just 
never got completed. 

It wa.sn’i ihtU. gamers were 
dumb; all of us, at one lime 
nr another, come across a 
puzzle that gives us long 
pause foi‘ thought. A game 
may not be hard overall, but 
most adventures and even 
role-playing games may 
have a section that is tough 
(and tough can vaiy for each 
player). However, since get- 
ting help wasn't easy back 
(hen, and being stuck is a 
frustrating experience, peo- 
ple put the game aside and 
bought another one, hoping 
to do bettei' next time. 

Also, the game market in 
the early days was small; 
hint books wouldn’t have 


SHOULD HINT BOOKS 
BE REQUIRED 
DOCUMENTATION FOR 
ADVENTURE GAMES? 


by Scorpia 
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been veiy profilable lo pnxluce. Over lime, that changed; as 
the number ol' computer gamers inci'eased, hint books liegan 
appearing on the scene. Today, a well-stocked conijxuer store 
is likely to have shelves lull of hint books and siraieg)' guides 
available. 

From the game com- 
pany’s point of view, hint 
books and hint lines 
make a lot ol' sense: these 
things help people to 
linish a game, and there- 
fore they are more likel)' 
to continue buying 
games in the future. If 
you buy games and don’t 
complete inosl of tiiem, 
sooner or later, you stop 
buying games. 

Does that mean game 
companies deliberately 
publish hard games so 
they can squeeze some 
extra cash fi-om desperate gamers? I’ve seen that accusation 
made more than once, but I don’t tliink there’s any tiHilh to it. 
Games today aren’t harder than they were ten years ago; it 
would take some thought on my part to come up witli any re- 
cent title that was on a par witli some of the old Infocom text 
adventures in tlittlculiy. However, it’s jjretty obvious that people 
want hint books, and the coinjxinies are just pulling out what 
people want, 


So, should game companies include hint books with the 
games? Not really. For one thing, it would certainly raise the 
price of the game, and games arcti’t cheap to begin with. For 
another, not eveiyone wants (or needs) a hint book. For a third, 
hint books l;ike time to 
do, which would dehi)' 
game releases even 
more {Nobody wanla 
that!). And the books 
and have their own dis- 
advantages. 

The first is tempta- 
tion. Once you have 
that book open, it lakes 
a lot of will|jower not to 
keep turning the pages. 
Just one little peek, and 
one more, and before 
long, you’ve read the 
whole thing almost 
without realizing it. 
This can be demoraliz- 
ing, especially if you hadn’t really meant to do th;il when you 
first opened the book to find a particular him. 

More insidious, however, is the “why struggle?” .syndrome. 
This strikes people who do have the self-discipline lo not read 
the whole book at once. They come to a roadblock in the game. 
Ten minutes, twenty minutes, an hour passes. They’ve made no 
progress, and their eyes stray to the handy clue book. Why suf- 
fer? Why struggle? \'Vliy spend another hour agonizing, when a 


Gamers seem to have a low 
tolerance for fustration, 
coupled with a powerful drive 
to Get The Puzzle Solved, 
preferably Right Now. 




The Greatest Thing 
Since Sliced Bread 

No matter how you slice it, our free Consumer Infor- 
mation Catalog is great food for thought. 

The Catalog dishes up more than 200 free and low-cost 
government booklets on subiects you can really sink your 
teeth into — such as staying healthy, eating right, finding 
a job, getting federal benefits, using credit, buying a 
home, helping your kids, taking care of your car, and 
much, much more. 

To get your Free copy, send your name and address to: 

Consumer Information Center 

Department CT 

Pueblo, Colorado 81009 
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i Captain Excitement aims and 
fires. A direct hit! 50 damage. 
► Steroid Man, puzzied by the 
pain, attempts to scratch his 
head but misses. _ 


rhis zany melange is the first true 
jomedy CRPG ever. Fast and furiousi 

-Scorpia, Cowpuler Gaming World 

rhIs ain't no standard RPG. Everything a 
computer game should be, solid game piay 
jood design, lasting play value and intelligent 
juzzies; a rousing success! ' 

- Sieve Honeywell, Computer Game Review 

9leefully dementedl 

- The Washington Post 

.ike the Justice League of America from 
;h6 old DC Comics. This one’s a keeperl 

>ammed with puns, sight gags and irreverent 
jarbs that skewer their targets, this game 

vill appeal to anyone with a sense of humor. 

- Silt Holmes, CompuServe Online Reviews 

'lot only meets, but beats the competition. 

- Steve Warlolsky, Strategy Plus circle Reader service a 145 



fasl peek into the book will get things 
moving again? 

Betbrc long, the time benveen being 
stuck and consulting (he Ixiok tends to 
sliovten. It’s so much easier to look up 
the answer than to sil tearing your hair 
out. You become les.s inclined to I'eally 
think about the pii/zle, and more in- 
clined to use the book to get past it, 
thus encouraging mental laziness, and 
even more Irequent recourse to tlie 
handy hints. This is also a common 
problem witli those games that include 
“on-line hints” that you can reference 
while jdaying. 

In iliis respect, the 900 numbers aren’t 
quite so bad. The meter is always ticking, 
and at T.TOn cents for the first minute, 
50-75 cents each addiiional minute, few 
people want to be on the phone any 
longer than is absolutely necessaiy. The 
dial-ups can be good if you’re really des- 
perate and want to get by that one sticky 
point to finish the game. Othenvise, at 
tho.se rates, you’re better od'buying a hint 
book (if available), since three or four 
calls can easily add up to the book price 
(if not more!). 

On-line gamers probably have the 


best of it. They can log in to the sendee, 
post a question to other players, log off, 
then come back again a couple of hours 
later to look for an answer, which is 
much cheajjer than a hint line or book. 
The drawback is, you aren’t guaranteed 
to get an an.swer, especially if a game is 
just nut and you happen to be ahead of 
the pack, or everyone is sttick in ilie 
same place you are. 

What all this means is (hat by and 
large, gamers are an impatient lot. I’ve 
been playing computer games since 
1981, and the people I’ve known are by 
no means stupid; in fact, they’re brighter 
llian average. They Just seem to have a 
low tolerance for frustration, coupled 
wii.h a powei'l’iil drive to Ciel I'he Puzzle 
Solved, preferably Right Now. 'Phis com- 
bination doesn’t help if yoti’re tiying to 
resist hint books and 900 numbers. 

At the same time, we have a contradic- 
tion here: while gamers complaiji they 
“need” liint books to complete Game X, 
they also comj)lain that games are be- 
coming too easy. “I bought Game X on 
Monday and llnished it in two days,” 
diey grumble. 

'ITe trick is that Game X isn’t the same 


for everyone. For instance, you might 
whip through Malcolm’s Revlnge in a 
couple of days, while your friend climbs 
the walls while Iiying to figure out how to 
gel oir the island. vShe, on the other hand, 
breezes past Dl-vih Ga'iT': and you’re still 
wondering what to do about the glowing 
F.lves. Which is the iiarder game? Which 
the easier? 

'fhere is no perfect game f’oi' every- 
one, no game that provides tlie same 
level of challenge to all players. Kventu- 
ally, on Game X, or Game Y, or Game 
Z, you’re going to be stuck, and stuck 
hard. So the various resources, the him 
books, the 900 numbers, the on-line 
community, and, yes, letters to Scorpia, 
too, are actually a Good Thing. Like all 
Good Things, they should be used in 
moderation. Give yourself a chance first 
to solve the problem before taking the 
easy way out. d'hinking is hard work, 
but nothing beats tlie satisfaction of fin- 
ishing a game wiiliout a hint book or 
telephone in hand. And if, in tlie end, 
your mind just blanks out, don't feel 
guilty about needing a nudge. We do 
all, now and then; let’s be happy there 
are many ways to get one. ir 
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^ AccessoryfPack 
Featuring: 

OVKK 150 ADimiOML LEVELS! 


Map creators & editorsl A 

Sound & graphics utilities! y 
All new sounds & graphics! 

Doom loaders & front ends! ^ 
Information files) w 

Cheat codes & hints! I 


I 




The Complete 



I ^ Accessory Pack 
Featuring: T Volume II 
G(H)ALI.-XI!WL1!YISLS!! 

Map creators & editors! Loaders & front ends! 
Sound 8 graphics utilities! Inforniation files! 

All New sounds 8 graphics! Cheat codes 8 hints! 



Featuring: Accessory Pack 

150 ALL AW VOlUMYlll 
LGVIILS FOR 



AI.I. Ninv 
EI.S I'Olt 

plus— IMM)M 

Dozene oF Graphics and Bound Patches! 
map Editors apd Utilitiss and marel!! 


Featuring: Accessory Pack 

1750 AIL NEW VOWMF IV 
LEVELS FOR 

and 

350 AM. iVIIW 
MIVIi:i.S FOR 

plus: DOOM 

Gazans oF Graphics and SdUdd Patches! 
map Editors and Utilities and mdreil! 



Finished 

DOOM* 

& 

DOOM II 
/Vlreedy? 

Then you need to check out these: 
The Complete DOOM Accessory 
Packs. 4 CDs full of new levels, 
map editors, graphics and sound 
patches, utilities, loaders, tons of 
info files (including cheat codes), 
and much, much more! 

Any 1 disc $19.95 

Any 2 discs. ..$34.95 

ALL 4 DISCS $59.95 

To Order call: T-he=. 

MARK owi\ 

800-289-1ROM CDROM Speclolisis 

01/1 C01 /lOAO 10431 WEST FLORISSANT 
0 I 4“04 1 -4004: ST. LOUIS. MO 63136 

VISA/MC/DtSC/AMEX/COD 

by 

*requires registered version 
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SVGA card. Add an eerie, digitized 


for hours, 


SCREENS SHOWN: IBM 256-COLOR HI-RES VGA DISPLAYS. ADVANCED DUNGEONS & DRAGONS, AO&D, RAVENLOFT, llie TSR logo, and all TSR ctiaraclers, charactef names, and the distinctive 
likenesses thereof are trademarks owned by and used under license from TSR, Inc. ©1995 TSR, Inc. ©1995 Strategic Simulations. Inc., A Mindscape® Company. All rights reserved. 






GAME HINTS 



Game Hints 
For Nothing 

And Your Tips For Free 


E ach iuv I mivvj) to 

■|HE MAIL ROOM, AND 
EACH DAY I'm re- 
minded how few 
games have been 
released huely. Nothing 
much has come along since 
Clirisimas, and many ol'the 
letters in my box are mostly 
about oldei' giunes. 

But bel'ore we get to the hints, I’ve 
got to answer a question that keeps 
popping up in your letters. I do my best 
to personally answer every letter (with 
an SASh!) I receive asking tor hints. 
Many ot you have asked why I don’t 
charge money for this sendee. \Vell, the 
way I see it, the predicament of the 
stumi)ed gamer is bad enough as it is. 
Most games aren’t cheaj^ to begin with, 
and if you don’t want to spend $10 and 
up (mostly up) for a hint book or call 
the overpriced 900 numbers, how are 
you going to get help? 

The main point of ail my articles, be 
they mail columns, reviews, or walk- 
throughs, is to help out other gamers, 
and answering individual questions is 
simply an extension of thai. I’ve thrown 
my share of money away on dogs, and 
been stuck plenty of times myself. If I can 
help you. get around those obstacles, that 
gives me more satisfaction than any 
amount of dollars. Okay? So now let’s get 
to the good stuff! 

Malcolm’s Revenge: So you’re stand- 
ing at ihose big cat statues and wonder- 
ing which gem goes where. With six gems 
and six statues, that makes for a lot of tri- 
al and error experiments (a whole loti), 
so I don’t recommend that method for 
solving the puz/Je. It's much easier if you 
know beforehand what goes where. For. 


that, you have to visit 
the Hieroglyphics 
Room (with your little 
mousie) under the Dog 
Fort. If you’re finding it 
a bit too dark down 
there, perhaps some 
forest clearance in the 
right direction will 
brighten things up for 
you; in fact, it can help a hole lot. 

Ultima 8 — Pagan: Paying a visit to the 
Sorcerers is not easy, You can’t Just go 
there on your own; you have to be sent by 
Devon or you’ll never reach them. The 
only way is to unleash havoc on the world 
b)’ freeing H)’dros from her prison clown 
in the caverns (and no, she won’t keep 
her word to teach you Tempest spells, so 
don’t expect any gratitude from her). 
Then you can chat with Devon again and 
be on your tvay to the lire mages. 

Noctropolis: Here ycxi are on the trail 
of Top Hat under the opera house and 
you’ve come to a dead end in the boiler 
room; actually, it’s not so much a dead 
end as an obstacle in the form of a locked 
door. Forget about finding a key or 
breaking down the door. What )'ou need 
is right there in the room, it’s Just ver)' 
difficult to see. I suggest examining tiiaf 
boiler vety carefully. 

Menzoberranzan: Some folks are hav- 
ing a hard time finding the “right-hand 
hammer head’’ on level two of the Dwar- 
ven temple. Well, if you’re looking for an 
actual hammer, you’re gonna be looking 
forever. \Miat you want is more symbolic 
in nature. Possibly a closer look at the map 
for level two will make that clearer, provid- 
ing you’ve been all around die area. 

Lands of Lore: Up on level three of 
Scotia’s lair, there are some poor souls 



wandering around searching for that 
fourth statuette so they can free King 
Richard from his shroud. Hey, it’s not re- 
ally that hard. It’s easy! In fact, as easy as 
1 -I- 1 = 2. Once you see that, things 
should open up and you’ll soon be on 
your way to saving the king. 

Wake of The Ravager: Here is a handy 
tip for dealing with the air drakes when 
you’re on the quest for the Lyre of The 
Winds. Put a mage as the party leader 
and cast either Globe or Minor Globe of 
Invulnerability so you can waltz up the 
path without damage from the traps. 
Walk slowly as you near the end and stop 
when you hear a click. Now chuck an ar- 
row at the nearest drake. For some rea- 
son, this sets them ofl' to fighting against 
each other. Just wait for the dust to settle, 
and do it again. Eventually, only one 
drake will be left and he’s easy to take 
out. Unfortunately, this trick won’t work 
with the second gi’oup of drakes down by 
the nest, but your party will be in good 
shape foi‘ that combat if you let the first 
group kill themselves off. 

Dragon Lore: Having a little (maybe 
not a little) difficulty getting that cog 
house door open? Perhaps you haven’t 
found a nearby secret entrance yet that 
leads to a small set of passageways. It isn’t 
easy to see unless you look closely at the 
wall, and even then, you need a certain 
spell to open the way. If you haven’t ob- 
tained a new spell recently, a visit to the 
mushroom city is in order. Picking the 
right flower will go a xliorl way to helping 
you with that. 

Ultima VII — Serpent Isle: Passing the 
Knight’s Test is an important part of the 
game, and some players are finding 
themselves a bit stuck there, 'fhe claw is 
easy enough to get, but the ashes elude 
them, If that’s the case, it’s likely you 
missed a secret wall somewhere. Some- 
where, say, in the vicinity of a certain as- 
sassination attempt. Check out that area, 
and you should soon be on your way to 
Joining the ICiighthood. 

And that’s about it for this look into 
the mail bag. In the meantime, if you 
need help with an adventure or role- 
playing game, you can reach me in the 
following ways: 

On Delphi: Stop by the GameSlG. 

On GEnie: Type “Scorjha” to reach the 
Games RoundTable. 

By US mail (enclose a self-addressed, 
stamped envelope if you live in the U. S.): 
Scorpia, PO Box 3S8, Grade Station, 
New York, NY 10028. 
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Relentless is ai Visual orgy - a truly spectacular 
experience fiu^n-seeking gamers^..” 

EleeGWM^l^ nterta in ment 


le^^idu^ll be amazed. 


If you’re buying only one game, make it RaJentless 


It’s a remarkable thing to see 

PC Gamer R < 


one of the most innovative gaipi 

Comptder Gaming 



ADEIINE 

latllHtllOKll 


Check out the interactive demo on America Online by using 
keyword Relentless Don't have America Online? Just call 1-800-827-6364, 
ext. 10007 for free software and a free 10-hour trial membership. 
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REVIEW 




Blood in the Saddle Again 

An Old Hero Returns In Mindscape’s COMMANDER Blood 

by Peter Olafson 




H kv, a fromoi'ion is a promotion. 
Captain Bi.oon evidently has 

CO'ITEN SOME KESI’ECT EROM IMS 
belters and been kicked upstairs, 
'the take plants, the ceramic mug 
with “I (lieart) beagles" written on the 
side, the little Toblerone-shaped desk 
sign, the pictures o( his clones — all sluired 
into a cardboard box for the big move. 
Now it's Commander Blood to you, son. 

However, this is one of those dul)ious 
promotions that find you doing more or 
less the same job in more amiable sui-- 
roiindings. The Commaiidcr’s not rid- 
ing a desk. For Mindscape's new 
CD-ROM game, French developers Mi- 
crofolie’s ((C'Q)) and Cryo 
have resui'recled tlie hero ol 
the 7-year-old Cap’I'ain 
Blood adventure game for 
a charming, breezy explo- 
ration of the cosmos. 

Back in 1988, C.-mhain 
Blood was a de- 
cidedly ground- 


Commander Blood 


breaking game. Oh, sure, this quest to 
capture Blood’s five clones was written off 
by some as one of those Weird French 
Adventures that 
seemed to descend 
on the US market en 
masse in the late ‘80s 
and early ‘9()s. But its 
esoteric depth made 
room for it in a cor- 
ner of mv heart, and 
it put its claws into 
me like a nestling cat 
and hung on. 1 
couldn’t luive shaken 
it loose if 1 wanted to. 

The developers 
haven’t bothered to 
draw any conspicu- 
ous links between 
the two games. In 
Commander 

Blood, you simply find yourself the 
caretaker of galactic magnate Bob 
Morlock. Me peers from his icy cabi- 
net (a Cryobox) through misty eyes — 
after all. he’s 800 , 0 (KUand-some-odd 
years (del — like an old guard clog of 
uncertain disposition. 

But excuse me one sec here. Bob 
Morlock? This does not sound 
like a futuristic, sci-fi, 
Zardoz sort of charac- 
ter. This does not 
sound like a 
Rock of Ages. 

his sounds 
like someone 
wh 


aulo-i3aris store in Btingor. 

That should be a clue. Unlike CAimain 
Bl(K)D, whicli was a straight adventure with 
an undercurrent 


Price: $69.95 
System 

Requirements: 

IBM compatible 
486 or better, 

4 MB RAM, 

VGA graphics, 

10 MB hard 
drive space 
available, 2>: 

CD-ROM and 
mouse; supports SoundBlaster and 
compatible sound cards. 

Protection: None 

Developers: Microfolie’s and Cryo 
Publisher: Mindscape Inc. 

Novato, CA 
{415} 883-3000 


of humor, the se- 
quel is essentially 
a light-hearted 
romp. The ene- 
mies may threat- 
en to blow you 
out of the heav- 
ens in ! 0 seconds 
and counting, but 
they can'i count. 
Your contpiiier’s 
name is Honk, 
and if you ask 
him to recount 
recent events, lie 
needles you to re- 
port his help 
back to Bob. 

(jeez. IVhat a geek.) 

And what are you doing when the 
game starts? You’re watching TV. So 
much for seriousness. 

Actually, Bob is mostly serious. He may 
be an elemental crealure-cum-corporate 
titan, but he’s old and he has regrets. He 
has it all; he just wants to understand it, 
and he’s too weak to do it alone. Specifi- 
cally, he wants to see the Big Bang, and 
you, as Commander Blood, are going to 
get him there. 

However, as in Maine, so in hostile 
Scrut-ocaipied territory: Can't get there 
from here. Driving Mi'. Bob aci'oss lime 
and space to that primal explosion — in 
iheoiy, the beginning of the universe — 
jiroves to be rather involved. Black holes 
will ojien the p:ilh. You don’t know 
where those holes are, and thereby 
hangs the tale. 

And here the game system most 
echoes that of Cai’Tain Blood — bounc- 
ing around Boll’s universe in a space- 
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GIVE'EM THE FINGER An imaginative interface allows you to navigate 
through the game and through space by using your virtual hand. Here in 
the Nav Room you can find out about distant planets and warp there 
almost instantly. 


li'ol fiincLioiis ai'e 
(|iiirc simple, and 
you'll find you can 
play llie game hap- 
pily without instrut- 
lion. Navigation is 
simply a mailer of 
picking the piancl 
you want on a 2D 
map and then 
pulling a lever. 
Travel iisell— hla/es 
of beautiful screen- 
saver-like light that 
somelimes recall 
the climaxes of 
200} and 

Hrainslom — is auto- 
matic, and lands 


planet, and an Orxx — a sort ol porpoise- 
as-lorpedo-as-anibas.sador — is dispatched 
to the surface and nutkes for the settle- 
ment in cruise-missile iashion. It’s so 
easy, I feel like ;i fool lor even meniion- 
ing il. (Initially, you’ll want to activate the 
Orxx directly to watch it surge down its 
tube in 3D.) 

It’s here, on api)roach to a jdanei, 
that Mindscape's Di<a(;()N I.ork technol- 
ogy kicks in on a global scale and to 
wonderful effect. The surface ripens 
gradually, details come to the focus and 
the whole routine has an easy sweep ihiii 
makes the eventful appear natural. It's 
beautiful — like Dra(;<>n Lork, Comman- 
OKR Bi.ooi) is rarely less than beaulifu!. 
But cinematic doesn’t ([uite say it. (It 
doesn’t mean anything these days any- 




crtili called the Ark (which looks rather 
like a dragster engine as designed by 
II. R. Giger), gradiuilly learning the lo- 
cation of new piauets and new aliens 
with special needs. A Scrut (a Cylou-like 
helmet head) wants a password. A con- 
trary droid needs a battery. 'I'he rat 
with an elephant’s trunk would like 
something to eat, and that bul.ible-head- 
ed stilesman wants Kj see cash before 
he’ll talk merchandise. 

Volt run the show from the hub of a su- 
per receptionist’s desk — a circuhir con- 
sole with stations for communications, 
interstellar travel, |danctary stopovers 
and a six-channel television. (At the start, 
there’s not much on except commer- 
cials.) It’s veiy neatly handled. You sim- 
pl\’ move the mouse right and left to 
whirl in a circle, and use a big blue hand 
(tmother hoido\’er from Gariain Bi.ood) 
to click on the orange balls that activttte 
the inachineiy. 

Helping you out 
is that personalde, if 
neurotic, computer 
(for specilic advice 
and general inlor- 
mation), and you 
can summon Bob 
himself from his 
sleejj in emergen- 
cies. (He’s said to 
know all — and more 
than he lets on — but 
only lets it out in 
dribs and drabs be- 
fore he requires an- 
other visit with the 
frozen veggies.) 

Most of the con- 


you in orbit over 
your target, d'o an- 
swer a hail on the 
radio, just jab a lin- 
ger at the orange 
nerf ball, which 
bounces, titters at 
you tiiid calls up a 
video screen. 

Friendly, eh? You 
can also get Honk to 
bring you up to d;iie 
on game events if 
you’ve lost track of 
what you'\ e gix’en to 
whom. .‘\nd if you 
didn’t stive before 
quitting, or were 
rudely interrupted in )()ur game, invok- 
ing “Ltist” in the “Save” menu will bring 
you back to where you were tvhen the 
computer went off, 

And to visit a planet, well, click on the 


HACKER MEETS HAWKER This cartoonlsh salesman can deliver the goods, 
but you’d better have credits vt^hen you go to Venusia, because they don’t 
take American Express. 


HONK IF YOU’RE IN A HURRY Listen to Honk, your trusty computer, to keep 
from getting bogged down with characters like Bronko before they can 
help you. 


way.) It moved me somehow. There w;ts a 
sense of«nnw/, and a sense that arri\’al 
meant something. 

If only lleetingly. 1 have to note that 
said movement is basictdly a movie — 
tightly scri])ted, with no exploration al- 
lowed. In CApi'.ain Bi.ooo, you could 
explore the planet’s surface. Yes, il was 
barren and rendered only in wire-frame 
until you actually hmded. And, yes, you 
were told via clireciionai arrows where 
you’d lind the resident alien. But you got 
there largely on )'our mvii hook, and it 
gave the game a sense of process. (iOM- 
MANIM'.R Bi.ooi), on the other hand, has a 
sense of someone else doing the work. 

'Fhe same can be said for Comman'di-r 
Bi.oon’s conversation options. You barelv 
have to do a thing— just more ])oinling at 
and clicking on wlitil you want to say. 
And it’s here the game really runs afoul 
of the spirit of Gaimaix Bi.ooo. It’s not 
about art of communication anv more. 
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Circle Reader Service §271 


Join farces with hundreds of your favorite outer-space heroes, 
past and present, in the most uproarious, outrageous Space 
Quest ever. No sci-fi movie, TV show or video game is exempt 
from, the reientiess comic parody of the spaced-out Space 
Quest creators. 

In this aii-new adventure, Roger boidly goes where no comput- 
er game has gone before, from the distant reaches of the fat^ 
flung pianet.Poiysorbate LX, to the ciose-up recesses of "inner 
space." It'ii take aii the guts, nerve and backbone Wiico can 
muster, but this Roger's got haif a mind to do it. And where 
there's a Wiico, there's.a way! 



COMINGTO A CD-ROM DRIVE NEAR YOU. 

For your copy see your local retailer or call 1 - 800 - 757-7707 


» S I E R R A 


space Quest is a registered iradcni.irk ot'Thc (^liildrcii's .Miiscmii ul 
•Indianapolis. Inc.. ,iiid is used by licciiic. 0 IWi Sierra On-I.iiie. Inc. . 

Belleeiie. WA Ail rights reaersed. 




JONESING FOR BIONIUM In one of the stranger game elements we’ve seen, 
gamers harvest energy chunks in this virtuai stream in order to 
accumulate credits. 


Oil, you can talk, up a stofm, anti the 


translation will come back in a kind ol 
primitive Knglish with the odd word 
missing and “me” used for “1.” But 
iluii’s jtist window dressing. There is no 
struggle to make yourself unilerslood, 
or to tmderstand what you’re told. Be- 
tween the Orxx and a universal iransla- 
lor (named OLOA), you’i'c covered. 
Where’s the art in this? 


was 

spoiled. C.Ai'i'AiN 
Bi. (ion’s chatting 
was driven by a 
full. 1 20-symbol 
iconic language. 
You had to learn 
the symbols, use 
them properly to 
make yourself tin- 
dei'siood and to 
make sense of tlie 
responses. Once 
you got into tlie 
game, it felt as 
iboiigh you’d been 
living in a foreign 
land. Which, in a 
sense, you had 
been. You didn’t so much jilay CAri'AiN 
Blood the game as become immersed 
in it, and that’s the only way to play. 

CoMMAMiiiR Blood doesn’t make that 
kind of claim on my heart. It could 
have. I'm certain, and I’m mystified as 
to why the hinguage elements were 
dropped rathei' than enhanced. (It’s al- 
most ironic that, in an industry rushing 
to include nioi'c and more speech in 


games, the games have less and less to 
do Avith the art of communication.) The 
details of talk — or dungeon mai)ping, 
for that matter — sliould not be seen as a 
burden on the player, but as a way of 
drawing them into the process of play. 
It’s the dilTerence between playing a 
gatne — being inside it, and taking its 
logic and rules into yourself — anti sim- 
ply playing with it from the exterior. 

In most of Commander Blood, you’re 
on the outside. And it’s a beautiful out- 
side, too. But it’s cold out there in space. 
And the Commander, after all tliese years 
of seiv'icc, deseiwes a little heat. 


THE EDITORS SPEAK I 


COMMANDER BLOOD 

batimc 

PROS A pretty, easy to play grajihic 
adventure with a unique interface. 
CONS Rcsun ects the mytlios oi ;i 
previous game but then fails to draw 
I'rom its histoiy and develop its best 
features. As a result, the game’s not 
all it could have been. 
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Any 

attempt 

to show the 
multimedia 
entertainment 


of Shanghai; Great 
Moments within this 
fiat space wouid 
be unfair. Showing 
.. snazzy pictures of 
our four innovative 
puzzle games for 
your whole family 
wouldn’t capture 
the fun. Slick shots 
of inventors, artists 
. and famous couples 
from the nine tile 
sets would just 
irritate your eyes. 
Shimmering music 
notes, multi-colored 
butterflies and 
Saturns spinning 
off CDs would . 
only insult your 
intelligence. 

So, here's an 
approach we 
know you will 
appreciate. 


Great MomciiU Demo 


You’re welcome. 


Great Moments 


Four Multimedia Tile-Matching Games 


'For your Shanghai: Great Moments IBM CD-ROM demo and a coupon for $10 off the complete version, 
call 1 (800) 438-9998 or send a clieck or money order for $4.95 (S&H) payable to Activision 
with your name and address to: SHANGHAI DEMO Dept. CGW, RO. Box 65605, Salt Lake City, Utah 84l65-0605. 


* ok, It's lliui sliipping utui iuiiidliiig tiling again. You know Ihe ruiitine. You send us $4.95, wc send you your “FKIili " demo, 
huf once you sec this demo, you'll wish you'd paid twice tliat lo ovemiglii it. 

Acllvisiun is a regislercd trademark and Shangliai is a iradenuirk of Activision, Inc. © 1995 Activision, Inc. All rigliLs reserved. 
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Get lour ol today's lop ten PC gome titles. 
Feotores Sound Bloster 1 6, double-speed 
CD-ROM drive, joyslick, speakers and 
soFlwore. 


HARDWARE #37128 



Experience all the angst of a first dote. 
Sandi's the object of your affection, and to 
win her, you must choose the right 
responses. 


MAC CD #36756 IBM CD #36755 



Enter a lob set on oncient ruins. Archoeo- 
logical work hos been slopped by the machi- 
nolions ol a scheming scientist. There's o 
hostile alien on the prowl. 

IBMCO»638 



The ultimate W.W.II strategy game. You 
control the action. Recreate the epic bottles 
ofTobruk ond Stalingrad. Open o second 
front on Normandy or lloly. 

IBM CD #38854 



pride, and money, Choose your HERCs 


IBMC0.36WS 



A powerful new version of Casino Mosler. 
Includes Blackjack, Craps, Roulette, Video 
Poker, Baccorot, Poi Gow Poker, Slots, Keno, 
ond Red Dog. 


MAC CD #36789 IBM CD #36781 


ENTERTAINMENT 


ENTERTAINMENT 


ENTERTAINMENT 


ENTERTAINMENT 
















MAC CD #38210 


IBM CD #38196 


Earth's on ihe brink of ecological choos and 
Redmond Insfitule's Alpho Teom is seni b invesJi- 
gote. Now the/ re missing, and it's up to you to 
find them. 


As Game Warden of Elhemba, rely on 
your intelligence, your rongers, and 
meager resources to monage this 
fictional East Africon gome park. 


Over 1 , 1 00 of the newest ond best 
games ovailoble for the Macintosh and 
PC/Windows- Get hours of fun with 
this dynamic spectrum of gomes- 


Over 1 , 1 00 of the newest and best 
gomes available for the Macintosh and 
PC/Windows. Gel hours of fun with 
this dynamic spectrum of games. 


A locomotive speeds through a retro-future 
world. Boarding the Iroin, your journey 
through a spooky land begins. Only you 
hove the keys to unlock the mystery. 
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35739 Pacitic Air Wof: 1942 Scnnoriu 30 

36480 Panzer Goneral 37 

31956 Pa* Imperio 35 
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30098 Pirotes! Gold 

37083PizzaTycoon-WIMDOWS 38 

36057 Plane! Soccer .10 
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32079 Police Qvosi tv 37 

3B118Poo1moslor-WINDOWS 23 

29618 Popirloiri II 25 

30630 Prince of Persia II 28 

34655 Pro League Busebotl 35 
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35935 Ouoronline 14 

32863 Quest for Glory IV 19 

34596 Roidon JO 
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35355 Red Boron 30 

3 1630 Return to Zofk 45 

36598 Reunion 35 

33938 Rise of the Robols- WINDOWS 45 
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35590 Sobre Team 30 
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353 16 Serious Soccer 21 

34289 Shodow ol the Cornel 2 CALL 
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30926 Street Fighter II 

27188 Strike Commander 
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3 1 886 Strip Poker Professional 
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33331 Subwar 2050 
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37262 Super Slreel Figher II 

26041 Super Telrls 

32605 Super VGA Harrier 
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33858 Sysrem Shock ... 

34305 TFX: Tactical Fighter 

35160TDcOp5.WiNDOWS 

31260 TerminalDr2Ches5 Wars 

l7179TorminoiDr2029 

31422 Terminator; Rompoge 

321S4ThoDi9 

33332 Ihird Rmch 

32152 Tie Fighter 

38236 Tie Fighter: Defenders 

29906 Tigers on the Prowl 

35308 Tony LoRusso BoseboH II 2.0 

26M2IrQinEnginoer-WINDOWS 

370S4 Tronsporl Tycoon - WINDOWS ... 

38961 Ironiporl Tycoon Scenciio 

37588 True lies 

36452 U-Boot-WINDOWS 


24619 USCf Chess .35 

27431 Ulfimo Underworld I 23 

32879 Ultimo VllhPogan 25 

34434 Ultimate Domoin 32 

29620 Ultrobots 25 

35821 Universal Never lock for Gomes 39 

3604 1 Unnecesioiy Roughness '95 32 

32859 Victory 01 Sea 41 

29779 Video Poker WINDOWS 26 

33934 WW2 Air Force Commcndor 15 

36708 Worcroft: Ores end Humcns 39 

34653 Worgomo Construction Sol II: Tanks 37 

31521 Warlordsll . . 40 

25222 Warlords II Scenario Editor 30 

32510 Wheel ol Fortune Doluso • WINDOWS 34 

31643 When Two Worlds Wor 34 

36785 WinVogns Volume I - WINDOWS 17 

36786 WenVegns Volume II - WINOOWE, 17 

36787 WinVegos Volume III • WINDOWS 17 

34939 Wing Armada 47 

24006 Wing Commander 23 

3 1509 Wing Commander Academy 23 


27287 Wing Commonder I Defuse 

32006 Wing Commander II Speciol Operol 
32 106 Wing Commander II w/Speech ... 
25001 Wizardry 6: Bane of Ihe Cosmic . . 
26417 Wizardry 7: Crusader Dork Sovanf 
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32909 Wizardry Trilogy II |V/VI/VI| 

36271 Wolf: Hunt or Be Hunted 

34509 ViUlensioin 3-D 

34590 Wollpack 

27709 World Circuit Gfond Pfi* 

33048 World Series Poker Advenrure . . . . 

37688 World Series ol Poker Deluxe 

32477 World Wor II: Bonlo South Pacific . . 
3B343 X-COM: Terror From the Deep . . . . 

35215 X-COM: UFO Defense 

28941 X-Wing 
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30899 X-Wing; Imperial Pursuit 

34181 ZigZag- WINDOWS 

36367 Zorto 


Complete on-line Cotoloa with over 5000 
software and hardware titles. 

Prodigy - Computer Express CompuServe - GO Express 
lnternef-info@cexpress.com AOL - Computer Express 
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NOW OPEN 24 HOURS ext.351 
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accepted. Lottie items are not returnoble. Returns require ouihorizaiion # and ore subject to 1 5% 
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31 Union Ave.^ Sudbury/MA 01776 
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Cast eldritch spells from the tomes of 
Power. Wield fantastic weapons in your 
quest to destroy the undead and bestial 
horrors that slaughtered your race. 


IBM CD #37695 




Tex Murphy, Private Investigator, is 
looking for a case to solve on the streets 
of Posl-WWIII San Francisco. Look 
around for clues! 


;y world ihol comes 
complete with a hondsome stranger! 
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37982 Insid 
33865 Iron. 
31162 IrenI 
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IBM CD #37752 


or a computer 

opponent in tfie most realistic game 
version oF the popular TV gome show. 
Features video footage of host Alex Treb 


jas ond 

the surrounding area for Microsoft Flight 
Simulator 5 . Features realistic 3D eleva- 
tions of Las Vegas. 


Bring true visual reality homel Functions 
on myriod platforms, or as a t.v. substi- 
tute! Includes high-fidelity stereo 
headphones, ond twin LCDs. 


I he citizens or Hudson City need heroes 
like you to save them From the thieves, 
killers, and vicelords who are terrorizing 
the community. 


As a speciol agent for covert operations, 
you must save the galaxy from the 
Imperial Empire's grip. Infiltrate their 
Death Stor battle station. 

IBM CD #36302 
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Play championship golf at the famous 
Harbour Town Golf Links and Banff Spring 
Resort Course. The action includes 
simuloted aerial fly-bys, digital & soundl 


The Master of Dungeon games relurnsi 
Command a party of warriors through 
the most realistic role-playing world ever 
creoledi 


Starting with an empty stable ond a million 
bucks, gel set to make your mork in the 
racing world. As a troiner/slable owner, 
you buy, train, and race your horses. 
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34916 TFieme Park 

38595 Third Reich . 

38876 Tony Lo Russa Baseball 3 

38656 Tap Gun 

36496 Top Ten Pack . . 
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38 
32 
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CD ENTERTAINMENT 


36754 Tornado 

36292 Tolol Dislorlion 
36697 Tower Controller .. .. 

37565 Tronspoft Tycoon 

36885 Triviol Pursuit 

37536 U.S S Ticonderogc 
36278 US Navy Fighters . 

27564 Ultimo I -VI 

30925 Ultimo Underworld I & II ... . 
15416 Ultimo Vltl; Papon w/ Speech 

35712 Ullimoto Football 

37510 Ullimole Robot 

32937 Under 0 Killing Moon 

25500 Vegas Gomes Deluxe . . 

33989 Videogame Solution 

30592 Virtue Chess 

30672 Viftuol Pool 

350 16 Viftuol Vegas Vefume 1 .. . 

38661 Virtuoso 

37708 Vertex. Quantum Gate 11 . . 

36707 Voyeur 

379IP WondeiLuit 

36701 WotetoFt. Ores and Humans 
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CD ENTERTAINMENT 


35400 Warren Miller's Skitng Safari 36 

32927 Wetlonds 29 

34573 Wild Blue Yonder 1 38 

37085 Wild Blue Yonder 2 38 

35874 Wing Commander Armoda 47 

36291 Wing Commander I /II Deluxe 32 

34276 Wing Co-nmonder III . . 54 

36296 Wolf. Wildlife Survival 40 

30408 WolFpock 29 

33088 World Circuil Grand Pfix 35 

38244 World Cup GolF-Dorodo Beach 42 

37677 World Series Poker Adventure 26 

37687 World Series oF Poker Deluxe 30 

339l7WralhoFiheGods 34 

38344 XCOM: Terror From the Deep 38 

36940 X-Wing Collectors CD-ROM 45 

35439 Zephyr 45 

37752 Zeppelin 26 

35820 Zombie Oinos' Planet Zelloid 29 

38293 Zool 2 30 

36511 Zork Anthology 15 

36366 Zofio 35 


Complete on-line Catalog with over 5000 
software and hardware titles. 

Prodigy - Compufer Express CompuServe - GO Express 
lnternef-info@cexpress.com AOL ■ Computer Express 


800 - 228-7449 

NOW OPEN 24 HOURS ext.351 


•No surcliarqo is added to credil cord orders. 'PO's, wire transfers, personal ond cashiers checks 
accepted. •Some items are not returnoble. Returns require authorizotion # ond ore subject to 1 5% 
rostockina lee. ‘All items offered for sole ore subject lo ovoilobility. ‘We ore not responsible lor 
typogropTiicol errors. •Shipping and handling charges, 
please coll for currocil offers. ♦All prices ore subjoci 
to change wlthoul nolico. •Inll, orders welcome 

31 Union Ave., Sudbury/ MA 01776 
Info : 508-443-6125 Fax : 508-443-5645 
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Travel through the once peaceful lond of 

Xentar, defending yourself from the 
legions of demons. Rest with seductive 
maidens before facing Demos. 


IBM CO 1135209 



Kilrothi on all fronisl Commond 
squadrons aboard the newly-christened 
TCS Victory. 




MACINTOSH TITLES 



Escape the dreaded realm of Har’Akir 
before the ancient mummy awakens and 
ends your stay himself! Features more 
puzzles thon other AD&D computer game. 


IBM CD (134572 




Pinball with on attitudel Features expert 
flipper control, spectacular sounds and 
outnentic speech. Play multiball, or aim 
for the 3D ramps. 

MAC CD S33084 IBM 436303 





Stunning scenery for MicrosoR Flight 
Simulolor 5. Explore Austria, Germany, 
Switzerland and the Netherlands from 
the cockpit of your own oircraR. 


IBM CO #36696 













A Star Trek experience like none before! 
Assume command of this officio! inspec- 
tion tour and investigate the Starship 
Enterprise NCC-1701-0. 


A mind-blowi 
the evil Triad 

to save Los Angeles trom c 
Features amazing first-person 3D action! 


Bolter up! Manage ond play baseball 
with 700 rea! plovers in 28 realistic 
ballparks. Famed Sporlscaster Al 
Michaels delivers the play-by-play. 


rent out 
and customers' 

needs, ond manege your property into a 
profitable commercial empire. 


Help Rincewind, the bumbling wizard, in 
his quest to rid dragons from the magical 
lends of Discworld. Travel through an 
imaginolive world of fantasy ond lime- 


SPEAKERS 


28122 ACMOO.I Speoken w/Subwt>oler ... 233 

36505JozzJ3SI Speoksrs 

36504JauJ511 Spwkers .59 

36500JazzJ-590SpeoVarj 63 

36501 JaiiJ-702 Speakers 97 

36503Jo«>81BSpeokers 133 

30730KOS5HD 6MPCSpeoker5 73 

36173 Koss HD 50 Speakers 33 

32220 lobreeCS 900 Speakers 56 

3222BlahtecCS-1000Speakers 48 

30475 Pariner 570 Speokers 246 

30474 Partner 622 SpMkecs w/ Subwootar 190 

377I4PDwsred Subwoofer YSTMSW10 137 

32101 Robnd MA I 2CPPowerd Speakers 168 

38308 Vr.id3D 57 

37712Vrvid3DPIus 70 

38455 Vivid3D Pro 10 


CD DRIVES & UPGRADE KITS 



. 469 
. .355 
. .355 


503 

.402 

.479 

.534 

.267 


31609 OmniCO Upgroda Krtinlornal 

341 33 RMlrragic CD-ROM Kil 

38071 7BAC CD55A INT CDROM Kii 
38737 Toshibo EXT OuadSpeed K.t . . . 
38710 Toshibo INT QuodSpaodKil . . . 


.181 


.574 


VIDEO CARDS 

■ 

MONITORS 
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HARD DRIVES 
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REVIEW 


The CyClones 
Of Doom 

1 It Takes A Cyborg To Kill A Cyborg 
In The DOOMAike CyClones 

I 

by Mark Clarkson 



T his month’s “Honksiy in Ahykr- 
tising” award goes to Raven 
Software and SSI. Their most 
receni release, a first person 
shooter, is called (ivCLONtlS, and it 
' is indeed a clone — one of the many sires 
, of the reigning action game king, Do( 1 m, 

I The set np to CyClones has a familiar 
^ ring: Evil aliens have 
; been studying our plan- 
et for decades. Six 
I months ago, they at- 
! tacked without warning. 

I Entire cities were devas- 
I tated, and people were 
j killed by the hundreds 
I of thousands. Conven- 
I tional weapons had lit- 
tle elfeci upon the alien 
armies of cYbernetically- 
j enhanced clones {Cy- 
Clones). The 

governments of Earth 
proved unable to cope 
! with the alien menace. 

Luckil)’, the scientists 
of the lunatic fringe, working in a .secret 
laboratoiy in Wisconsin (I just report 'em, 

I don’t make ‘em up) have developed a 
special weapon to be used in the event of 
just such an alien invasion. That weapon 
is you: the HAVOC unit. Half-man, half- 
machine, designed to go places and face 
I foes that would crush platoons of mere 
I mortals, you are humanity’s last hope. 
\’our mission: kill, kill, kill. 

I AIM AHD FIRE 

I 'file first thing you notice ab<xit CvCloniuS 
I is the targeting reticle. Weapon targeting 


is not a slave to your movement, a la 
DOOM. Rather, you must use your mouse 
to aim and fire your weapons with one 
hand, while you use the numeric keyjxul 
to move, nin, jump and set ofi' explosive 
charges with the other. It’s not as hard as 
it sounds, and (luickly becomes natural. 

Nor will you j)ick ujd items such as 
ammo by 
simply I'un- 
ning o\cr 
them; you’ve 
got to click 
on them with 
the mouse to 
add them to 
your invenlo- 
ry. 'I'o use 
items (rom 
your invento- 
ry — to boost 
your armor 
or activate a 
communica- 
tions console, 
for exam- 
jde — you must select them again with 
the mouse. 

CvCi.oNtis’ mouse movement interface 
is one of the belter I’ve seen in the first- 
person action arena. Even so, some 
movement.s — jumping and running at 
the same time, for exanijde — are impos- 
sible or nearly so using the mou.se alone. 
Then again, there are some combina- 
tions that are nearly impossible even us- 
ing the keyboard, 'fhe <Sliift> key lets 
you I'un, but 1 defy you to simultaneously 
hold down the <Shifl> key and the <9> 
key on your numeric keyixid with your 


left hand while aiming and firing at a 
moving target witli yottr right. 

'i'here’s the usual assortment of 
weapons with which to pei'form radical ap- 
pendectomies: s|)iked list, photon chain- 
gun, grenade launcher, etc., all selected 
with the number keys. Btit CyClones adds 
a few actions to youi' standard shooter 
repertoire. In addition to mo\'ing fonvard 
and back and tui'iiing left and right, you 
can look up and down, and you can jump 
over, onto and oil' of things. 

As half-man, hall-machine, you’re 
ec|uipped with a nifu' Heads Up Display 
which gives you )’our cuiTent heading, alti- 
tude, weapons, damage and health status. 
1 found tlie lieading infoi'ination especial- 
ly helpful in getting annind large levels. 

IHSERT MODULE 
A IN CONSOLE B 

Whereas DOOM'S own creatoi's character- 
ize the essence of DOOM’S gameplay as a 
slick WiiACK-.-\-Moi.K, CiYCi.ONE’s design- 
ers have tried to imbue it with a little 
more in the way of mental challenge. In 
addition to needing keys to unlock doors, 
you’ll need jxnver packs, coiniiumicalions 
modules and other electronic gootlies, 
which you then use with various control 
|}tineis throughout the game. On one lev- 
el, you must restore tut alien spttceship to 
functiotiality. To get into (he control 
rootn, you’ll first have to restore pmver to 
the engines. Before yoit can do ihtil, you'll 
have to locate secret areas where you’ll 
find the keys to the storerooms. In the 
storerootns are jxtwer tnodules lor the 
ship’s engities. By “plitgging in” the pow- 
er moditles, you power up the .shijD’s en- 


jCvCLONBS 


Price: $59.95 
Floppy & CD- 
ROM 
System 

Requirements: 

IBM compatible 
486-33MHZ or 
better (66MHz 
recommended), 

4 MB RAM. VGA 
graphics, 6 MB hard drive space, CD-ROM; 
supports most major sound cards. 
Protection: None 
Developers: Raven Software 
Publisher: SSI 
Sunnyvale, CA 
(408) 737-6800 
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Stunning 3D fractal landscapes 

ANIUATID VIOLENCE Magic Catpal, BulKrcg and the Bullfrog logo are trademarks of l 


Circle Header service #334 


5/5 Rating 

Computer Gaming World — February I99S 

94% Rating, Golden 
Triad Award Winner 

Computer Came Review—Februaiy 1995 


Winner — 1994 Best 
Breakthrough Game 

Electronic Entertainment — March 1995 


Best Software 
Developer: Bullfrog 

Computer Player— January 1995 


“The graphics are stun 
ning, the sounds 
amazing, the play is 
fast and furious.” 

PC Gamer — February 1995 




1 




IVoin ihe jusiice League of Aincrica; 
o\’er-muscleci dudes clad in bi'iglil red, 
blue and gi'ceti uuiforms, hurling balls of 
green (Ire. All dial’s missing is a siia//)’ 
logo on iheir diesis. 

The inonstei's are someiimes i:rafl\', 
sometimes ama/ingly slujiid. Tiiey’ll 


POINT AND SHOOT Blasting away the critters is a little easier in CyClones 
than in other first-person action games since you can aim your weapon all 
around the screen. 


SLUG THAT THUG As in Doom, when you're down to fighting with your hands, 
you’re in deep trouble. To the left is your inventory and map buttons. 

Armor level, health and amount of ammo in your weapon are at right. 

fire at you wiilioiit realizing tlial ihey'rc 
hitting the coiaier of the wall, and will 
in fact sometimes shoot al you when 
you’re in a completely dilferem room; 
you can hear iheir cries and die sounds 
of die fireballs smacking into the other 
side of the wall. 

In what’s becoming a poj)ular trend, 
CvCh.ONCs includes ;i digitally recorded 
soundtrack oti the (ID-ROM. This cer- 
tainly provides a higher cpialily of music 
iliaii tile KM syiiihesizer on board youi' 
average SoUNti lii-AS'iiai clone, but those 
without a direct Cd)-R()M/sound card 
hookup won’t hear it. That is, if you can’t 
play music TDs through your sound card, 
you won’t hear the soundtrack unless you 


gines, which in turn allows you to open 
the door lo the control room, and so on. 
And of course all the dine you are being 
attacked by robots, laser towers and alien 
soldiers. This ain’t Kinc.’s Quesu', after all. 

CyClones provides some new nvists in 
movement as well. 'Khere are catwalks 
and raised platforms that you can walk 
on or under. And how about holowalls? 
These holographic projections look like 
regular walls but they aren’t really there; 
they’re illusions and you can walk right 
through them. 


CADDY MAP 

CyClones’ three-dimensional automap 
looks like the output of a cheesy 
CAD/CAM program with floors, walls, 
ceilings, and doors displayed in garish 
colors. You can turn each of these objects 
on and oil'; in fact, you have to in order 
to see inside rooms and corridors. \Vith 
the walls displayed you often can’t see 
into the room in which you’re standing; 
with the walls turned off, you can’t tell 
where one room 
ends and another 
begins. You can 
zoom in and out 
and rotate the map 
around its vertical 
axis, but you can’t 
turn it so that you 
are looking down 
on the level. Ulti- 
mately, I would 
have preferred a 
plain old 2D, top- 
down maj3. 

One neat fea- 
ture of cyclones’ 
automap is the tac- 
tical display, a lit- 
tle monochrome 
monitor in one corner of the screen. By 
moving the motise around the map, you 
can place your viewpoint inside any 
area yoii’ve visited and see what the 
character would see if he was standing 
in that spot. If you forget what that big 
room at the lop of the map is, simply 
click there and look at the monitor. 
(“Oh yeah, that’s the cafeteria.’’) In the 
“is that a bug or a feature?” de|)arl- 
ment; the map shows all the doors on a 
level, even the “secret” ones. 

The monsters in CyClones range li'orn 
the ferocious four-legged “pit bulls” to 
the eponymous CyClones and ultimately 
to the evil alien overlord himself. For the 
most part, these guys look like rejects 


plug some speakers into yoiii' CD’s head- 
jihone jack. 


THE DOWNCYED 

CyClones is not without its annoying 
shortcomings. There is no head-lo-head 
mode, fast becoming t/c rigiieur in today's 
c()ni|)uler games — 
esjjecialiy first-per- 
son shooters. And 
those who prefer 
joystick control to 
the mouse are out 
of luck. 

On the CD- 
ROM version, each 
mission is preced- 
ed by a live video 
briefing which con- 
tains some of the 
worst acting and 
production quality 
this side of a skin 
flick; I'm convinced 
al least one ol' the 
actors was soused 
at the lime. 1 would have greatly jYre- 
lerred a simple text screen, 'fhen each 
briefing ends by leasing you with a nice 
21), top-dotvn floor plan of the level 
N'ou're about to attack. I would have loved 
;i copy of this niaj) lo actually use during 
the game. 

So where does CvCt.oXLS stand in the 
field of DooM-clone competitors? Square- 
ly in the middle. It makes a few nice ad- 
ditions to the genre in the targeting 
mode, more challenging “|)u/.zies,” and 
interesting graphics, but it also fails to 
deli\'er the elements that we've come to 
expect from these games — muliiphu’er 
games, a convincingly threatening en\’i- 
ronment, and a map mode that you can 
actually use. For the C|uest to save this 
world, only those most dedicated lo the 
cause of first-person action need applv. 
ii 


CYCLONES 




PROS Itidejjendeni weapon target- 
ing is a fresh twist, and the world is a 
lad more interesting than most Doom 
clones. 

CONS 'ITie creatures aren't half as 
terrifying as Doom’s, there’s no multi- 
player game, and the map mode is an 
experiment that fails miserably. 
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Hrst there was DOOM« 


Now comes HERETICT 

A SWORD & SORCERY BATTLEEEST SO AWESOME, 



IT’S UNBELDEVABLEI 


F rom the publisher 
of the shareware 
megabit DOOM 
comes a virtual j 
world of medieval I 
femtasy. The I 
advanced 3-D a 
graphics are so I 
real and everything m 
moves with such a 
smoothness - I j 
you are there l m: 

In HERETIC, ft 
you’ll cast » 
eldritch spells ft 
from the Tomes ft 
of Power. ftl 

Wield fantastic ft j 
weapons such ftR 
as the Firemace 
and Hellstafi. 

All to destroy 
the undead K ^ 

and bestial 
horrors that m 

slaughtered I 

your race. ft.,; 

By the spirits ft 
of your My-, 

Elders, the 
Hereticmust 
have his W • ,J 
vengeance! m k 


FEATURES 
♦ Supports up to 4 
players via network, 
2 by modem. 
Cooperate with your 
buddies or massacre 
them in a bloody 
deathmatch! 
♦ State-of-the-art 
; 3-D, 360° smooth 
scrolling in real 
time for the fastest, 
deadliest combat! 

♦ Walk, run, fly! 

: Look all around, 
even up and down! 

♦ Choose from 7 
weapons and a 
host of magical 
arti&cts to cast 
mystical spells, 

t Order HERETIC 
day and become 
a believer!- 
4Q0»IDGAMES 

($40 Bins $5 sm 

OnCD-Ro M 
3.5'' iKjkssfdrpw 
IBIVIhG/'Cprnpalible, 




411994 ill Sollwarc.lnc. 
All rigkir rMervrd. 


SORWAHEi 



REVIEW 


Comimndei;jE 

Gremlin Interactive Takes A Shot 
At Space Combat With Retribution 

by Martin E. Cirulis 



W HEN ! riRS'l' SAW 'I'llE ADVER- 
TISEMENT FOR Gremlin In- 
teractive’s Retrihution, 
wliat I firsi noticed (other 
than noting how much pride 
the designers seem to have in their ability 
to define common English words) was the 
reference to killer aliens called I^i'cllans. 
At drst 1 thought these were our old 


friends from th 
StarFleet/Star Le- 
gions line of games 
and a franchise res- 
urrection was at 
hand. My disap- 
pointment was keen 
when I finally 
opened the colorful 
box to discover 
tltese particular evil 
aliens were neither 
green nor particu- 
larly amusing. What 
1 did find was a 
British import in the 
tradition of the 
Wing Commander 
series, but with none 
of the style or tech- 
nical skill tliat North 
Americans have come to expect from 
their space combat sims. 

"NEXT STOP, 

DERIVATIVE CITY!" 

In a plot that roughly comes down to 
Wing Commander meets the Twilight 
Zone’s “To Seiwe Man,’’ you find yourself 
aboard a human space station with a teni- 
ble secret. It seems that when humanity 
was just at the brink of self-destruction 
through warfare and eco-stupidity (Oil, 
you remember tbe bad of 1990s!), a 
gi'oup of insect-like aliens calling them- 
selves I-b'cllans popped in to borrow some 
sugar and incidentally solve all of our 
problems and bring us into a new golden 
age. With their help we raced into space, 


nostly del'unct 


Price: $39,95, 

CD-ROM 
System 

Requirements: 

IBM 

compatible 
386DX-40MHZ 
or better (486- 
33MHz 

recommended), 

4 MB RAM (8 
MB recommended), VGA graphics, CD- 
ROM; supports AdLib, Roland, Sound 
Blaster and General MIDI compatible 
sound cards. 

Protection: None 

Developers: Gremlin\Astro Productions 
Publisher: US Gold 
San Francisco, CA 
(415) 693-0297 



colonizing and ten'a-forming evci')'where 
we could put a spaceship down. 

Of course, we should have known (here 
was going to he a price some time, and 
when we finally discover the truih, 
ihrough a lluke mishap in the Alieii-Spy- 
Deliveiy-System, that price tui'iis out to be 
higher than your VISA bill after a week- 
end of jilaying AirWariuor. 'fhe real skin- 
ny on the alien beneficence is that they are 
planning to use 
us as self-tending 
cattle for theii' vo- 
racious appetites, 
and they have 
spread us out 
across the galaxy 
to make us both 
more plenlilul 
and more vulner- 
able....not to 
mention closer to 
Krellan fast food 
outlets. 

Since devious 
alien jamming 
lechni(|ues keep 
your station iso- 
lated, it falls to 
you and your 
short stipply of fighting cral't to both 
pummel the Krellans into submission 
and run interference while other ships 
evacuate the human colonists, before 
they find themselves starring in an Un- 
happy Meal. Oh yes, and if you have a 
moment, you might want to break 
through the jamming and warn the rest 
of humanity. 

Good thing the Krellans were nice 
enough to let us develop weapons that 
could blow the heck out ol'tliem. 

COMBAT CAKEWALK 

RETRiain ioN is technically a space combat 
sim built around a veiy .slight plotline in 
the tradition of the CoMM.ANDER series. 1 
use the word “technically” because, while 


stoiy and action are indeed aspects of the 
game, they both exist in quantities just 
sufficient to force one to mention them. 

You basically wander through iliree 
rooms of a space-station talking to your 
prissy Ilight controller, wlio boils down 
what ihe Commander is going on and on 
about; then you see your drop-ship engi- 
neer, who sometimes gives you useful 
tactical advice in beuveen testosterone-in- 
spired put-dow'us. Gnce you suffer 
througli this, you liop into your sliip, go 
kick .some butt, and then eitlier go back 
to (he dropship for some tjuick talking 
heads over the vid-com or, if you success- 
fully complete a “campaign” (the equiva- 
lent of cleaning out a Star System in 
VVingCommander), you return to the 
sjjace-station lor more ol'ihe same up- 
close and personal. 

'fliere is no character-driven sioiyline 
here; all conversations are basically war 
updates and mission assignments, noth- 
ing that couldn’t be taken care of with 
memos. And it is not exactly PBS level di- 
alogue either — your Commander can 
give you the “I hate sending you on a 
mission no man could siinive...” speech 
on your way out the hatch, but if you re- 
turn unsuccessful, he will still basically 
call you the biggest loser to ever don a 
spacesuit. Saving humanity is a tough gig 
withtHit tmich aifirmation these days. 

'fhe actual missions show the same 
kind of limited imagination. For the most 
part, campaigns will involve several mis- 
sions against a single installation, and 
you must never exceed your mandate — 
the space corps seems to hate over- 
achievers. Instead of one mission to 
destroy the guard units, defenses, incom- 
ing transports and the base itself, the job 
has been tlivided for some kind of paper- 
work reasotis into separate tasks. First 
you take out the guard units and return, 
then you go out again and destroy the 
defenses, then back for a new mission to 
destroy the transports. ..and so on, and so 
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Our new game is all in your head. 

You're playing the most amazing game ever genres like arcade and strategy — even racing simulators, 

s. created. You're moving unheard-of characters Or start from scratch. Now point, click, and customize — 

through your living room. You're riveted to the it's that easy. With hundreds of backgrounds, anima- 


3-D graphics and rocking to the 


Heads up.' 


tions, sound effects and charac- 


booming sound.There'sjust one thing: \ on CompuServe- go / the possibilities are mind 

\ "gambpub''& select Maxis.l 

This new game is all in your head. \on AOL enter keyword -/ boggling. And because your creations 



But spare the aspirin: There's a revolutionary 

new program that turns your head games into real 
games. It's called Klik & Play. Start 
with a set of ready-made games in 



work as stand-alone games, you can give 
them out to friends — and watch their heads spin. 

So open your mind to Klik & Play. And see what a 
heady experience making your own games can be. 


The Revolutionary Instant Game Creator. 



Available for Windows'^ and Windows CD,© 199't Europress Software and Francois Lionet/Yves Lamourex. All rights reserved. Klik & Play is a trademark of Europress 
Software. Maxis is a registered trademark of Sim-Business.For product, ordering or demo information, contact your local retailer or call 1-800-33-MAXIS. 
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DESTRUCTION AT 1 0 FEET In your many missions, you’ll have to destroy 
ground targets as well as enemy air ships. Alas, you can't fly very high, and 
complicated maneuvers are out of the question. 


TANKS FDR NOTHING The view from the tank differs little from the fighter 
cockpit view. Likewise, the differences between the two are minimal, and 
they even carry the same weapons. 


oil, until you finish wliai you could have 
done all at once. Bui woe betide any pilot 
Coolish enough to pick his own target! 
Killing out of order is as l)ad as failure in 
tlie eyes of your retentive Coiuniander. 

Of course, all this inighl be forgivable if 
the combat was really all-out, laser-spitting, 
shield-buniing action. Guess what? It isn't. 
Now we get to the part where I explain 
why this gtime is only “lechnically” a space- 
sini, because othei' than the liict that you 
get into a vehicle and fighi from a cockpit 


pei'speclive, this game has more in com- 
mon with Zaxxon than X-\ViNt;. Gombat 
deep in darke.st space is not to be your fate 
in RirntiiuniON; instead, your lighter mis- 
sions are completely in the realm of 
ground attack, so much so that you cannot 
do anything other than rising and falling. 
Your maneuvers are completely two-di- 
mensional; no loops or split-S’s in this uni- 
ver.se. I'.nemy lighters function tinder ihe 
same restriction, so dogfights resemble 
something out of Car VVaics instead of an 


aerial duel to the detith. 

'I'he game tries to cut a little new 
ground by introdiieing the need to light 
some missions in a tank instead of a 
fighter, but ail this really does is bring 
out the weakness of the game as you 
think, “Gee, flying is just like driving a 
tank excejM the ride is smoother.” 

A PRIMER POR REAL SIMS 

I realize that a lot of European software 
comes from that strange alternate dimen- 
sion where Batman RtrruRN.s can be the 
best selling computer game, and our usu- 
al standards do not apj}ly....bul Rki'kiiu - 
TION is still a i^retiy rough pill to swallow. 
The graj)bics are from two or three )'ears 
back, and the gameplay is just a step 
above video game status. 

This game might be suitable for a 
young gamer, someone you might want to 
introduce to goal-orientated games in- 
stead of the usual kill-everything-that- 
moves kind, but anybody above 12 or so 
will probably be calling you after a couple 
of hours to see if you still have the receipt. 
As much as I’d like to say otherwise, it 
seems that the only real “retribution” 
here will be against anyone foolish 
enough to purchase a game on the 
strength of nice box art. ^ 


THE EDITORS SPEAK I 


RETRIBUTION 


Virtual Reality 



Virtual Vanessa is computer generated 


Virtual Dialog 

How most computer games want you 
to talk - Mouse clicking: 

I i Hey Baby! What 's your sign ? 

Do van come here often? 
l^Don ’/ / know you? 

I I Aren '/ you a famous model? 


Real Reality 



Girlfriend Maria ' is the real tiling 


Real Dialog 

How real people (and Girlfriends) talk: 
D: Hello Maria! How arc you? 

M: Great, Dave! How are you today? 
D: i’m really depressed. 

M: Em sorry to hear that. Why? 

D: Harold is such a jerk. 

M: I’m sorry your boss is a jerk. What 
can I do to make you feel better? 

D: You could kiss me. 

M: I just love kissing. Mmmm! 

D: I feel belter already! Now. let's... 


When you’re ready to experience something better than goofy 
virtual reality, just let us know. (800)324- AIVR i 

4 Giiifriend'^'’’ artificial intelligence games on disk or CD-ROM to pick I 
from, rated G thru Adult. Step up from animations - get the real thing! I 
709 Lim'd »U)(>, Dep! CG502. Ru hunhan. TX 75081 USA (214)235-4999 \ 





PROS Simple arcade action may 
appeal to the rookie star pilot in 
the house. 

CONS Nt)t even close to the game it 
tries to be. 
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From the world leader in artion gaming! 



Hot off the press 
from the coolest 
gome mags: 

"There's more of {ust about every- 
thing . . . Plenty to keep you on the 
edge of your seat!" 

— electronic Entertainment 

"Raptor's voracious gameplay eats 
other shooters for lunch." 

— Computer Gaming World 

. . blows away most commercial 
games ... I The graphics will amaze 
you and the sound will astound you 
... 0 super stor!" 

— Interactive Entertainment 

"Did you like Wolfenstein 3-D™? If 
you did, you'll love Blake Stone." 

— PCM Magazine 

"The first-person viewpoint and 
smooth movement will have you 
peering sideways into the monitor to 
see if there's another monster 
around the corner." 

— PC Magazine 

"Mystic Towers has the kind of 
gomeplay that will devour entire 
evenings." 

— Computer Gaming World 

"Looking for something silly yet 
highly entertaining? Hocus Pocus 
will do just fine . . . Give your brain 
a break, and enjoy 40 levels of 
sheer mindless mayhem." 

— Home Computing & 
Entertainment 


FormGen 


7641 East Gray Road 
Scottsdale, AZ 85260 






# six white-hot action hits! 

# Top-quality fully 
registered versions! 

# Sizzling graphics & 
sensational sound! 

# Top value — all under 
$ 30 ! 

# Now available in 
stores for the 
first time! 

• Alien Carnage — 

Halloween Harry's awe- 
some mega-battle against 
invading aliens! 

* Blake Stone: Aliens of 
Gold — High-tech 
space station action 
featuring Biake in 
deadiy combat with a 
mad scientist! 

• Raptor — The addic- 
tive, action-crazed, 
shoot 'em up war- 
piane weaponry 
saga! 

• Duke Nukem II — 

The world's most 
ruthless warrior 
“kicks butt" in a 
blast-fest with 
evil aliens! 

• Hocus Pocus — A sor- 
cerer's magical quest 
into dark and dangerous 
realms! 

• Mystic Towers — Fast- 
paced magical mystery 
fun with hilarious 
monsters! 


Get all six at your local 




G AIACnc CONQUKS I — AM, Yl':S, ’ITIA'l' 
HOAkV OLD LIlLLS’l'NL'l' Ul- COMI’L I - 
LK (iAMINt;. I r WAS 'IUKRK A'l' 'IHK 
beginning, when llie original 
hackci-s (may they code forever!) 

; played “Space War" on PDP coin|3iitcrs 
in ihe ‘60s, and it will probably l)e there 
wlien computer gaming succumbs to en- 
tropy and reaches heat dcatli. 

Into (he ricli heritage of galactic con- 
t]uest games comes (he latest release 
from develoj3er Techtonics and |3ublish- 
er Interplay, the aclion-sirategy game 
S'lAR Rt'ACli. In keeping religiously with 
j iradilioii, the selling 
of (he game is drawn 
from (lalaclic Con- 
quest Sci'i])t #1: 

Centuries of in- 
! lei'necine wai'fare 
I and heated s(.|uab- 
! bling among hu- 
mans have given way 
to peace and pros- 
perity, with humani- 
ty linally “getting it 
together” and begin- 
I ning (he exj)loralion 
ol' (lie universe. Af- 
(er years ol' unevent- 
' fill exploration, first 
' contact is made with 

a lioslile alien race. Instead of trading 
, goods and good-will, the alien invaders 
decide to swap weapons fire and armed 
soldiei's with (heir new neighbors, 
j Calling (his setup “hackneyed” is prob- 
ably to be hackneyed onesell'. Hut of 
course, Iteing hackneyed is no sin in the 
universe of space games. Ciames like 
I kt'Acii l•()K ■|'lll■: Stars, Scar CIontroi. I & 


il, and Mas’ILR oi- Orion have all 
demonstrated that il is not (he setting of 
a space game that counts, but, as (he 
great space-farer Kric (’lapion put it, “it’s 
in the way that you use it.” 

RACES EOR SPACES 

^\'hen the game opens, you can clioose 
from 22 different scenarios ol' varying 
difficulty levels. A few single-player iiilo- 
rials will help you learn (he ropes, while 
larger scenarios pit up to foui‘ players 
(wilh one oi' two human players) in a 
race to contiuer dozens of jjlanets. Once 
you've decided 
on a scenario, 
you can choose 
which alien I'ace 
you'll use to con- 
(]uer (he uni- 
verse. A total of 
seven sentient 
races are avail- 
able, including 
the insectoicl 
Xanbari, tlie 
coml)ative Cyn- 
od Legion, (he 
robotic Braquel- 
lians and the 
fisii-like Katho- 
dians. 'fhe inler- 
nally curious humans are also present, as 
are the Z'nnl, a mysierious race of 
gaseous beings. Camejjlay is ))i'imai'ily 
one player versus ihe compiKer, al- 
though two players can play at ihe same 
computer in a unic|ue splil-.sci’een mode. 
Unfortunately, sei-ial, modem and net- 
w(3rk suj)port aren’t available. 

Once into a scenario, you (ind your- 


self viewing tile gameworld from a fa- 
miliar viewpoint, looking down on a 
Held of planets which serve as the objec- 
lives and locations for starbases and 
mining operations. Your alter-ego is 
represented in one of two ways. In 
“shijj” mode, you control a single star- 
ship. In order to issue direct orders to a 
planet, you must fly your ship — in a 
style strongly reminiscent of Accolade's 
S'lAR Control I & Il — to that planet 
and slip into orbit. In this way you must 
shuttle between planets, issuing orders 
for (he construction of your nascent 
stellar empire. Your ship can be em- 
))loyed in combat as well, making you a 
vital part of any combat action. In 
“pliantom" mode, your vessel is re- 
placed by a red crosshair that can be 
moved to select the planet you wish to 
give orders to. 

Each scenario has a dilTereni goal, so 
you’ll have to adjust your strategy accord- 
ingly. In the first scenario, your goal is a 
straightforward one: simply establish a 
base on a neuti'al planet. After complet- 
ing the easier scenarios, you can move on 
to more difficult and taxing battles. In 
smaller scenarios, giving orders to hvo or 
three planets and planning minor olfen- 
sives isn’t too taxing, but in larger scenar- 
ios you'll find yourself suffering from an 
exti'eme case of information overload. Al- 
1 hough you can create supply lines 
(whicli ferr)' minerals, food or colonists 
l^etween planets), you can’t automate any 
ship production pi'oeesses. If you want to 
build a massive fleet of warships, you 
must go to each planet, issue the correct 
consi.ruction orders, then w'ait for the 
cralt to be built. After the vehicle has 


Star Reach 


Price: No SRP, 

Floppy 
System 

Requirements: IBM 
compatible 386- 
40Mhz or better, 4 
MB RAM, VGA 
graphics, 7 MB hard 
drive space; supports 
most major sound cards. 
Protection: None 

# of Players: 1-2 (same computer) 
Developer: Techtonics 
Publisher: Interplay 
Irvine, CA 
(714) 553-6678 
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For viistly superior game play, arm yourself with a Power 
Macintosh' computer. It offers better graphics, smootlier 
animation* and, in some cases, the chance to meet 
those from cultures intrigiiingly unlike your own. 


In fact, games for Power Macintosh are like nothing on 
this planet. But see for yourself Call 800-538-9696, and 
well be happy to tell you where you can gel into a 
game. But not, alas, how to get out of it. 


PowerMacintosh 


Applet. 


’'Jk’iamil\jmlhllx'S.m'i:i‘>’ic<n4rimii.!imMK-pouircxIMiiaiUosb’c/impulm ©l99S.<{^i‘OjniliiilerJiic Ml niihli nnrii^l {in ri’i(ulmtllnukmrbiiiulPouvrM,KiniiJ) is ii lr,uhiuirii/AJf>i(i:oml>uUT Inc. 

Tlk'pwiluiU names aiiJ Icigos i^iill !^imesfi.iitiiniliJK Iraihnurts nr ri^nknil Iniiltmirii litirrespix'liir immitinies. Ml games snhl separalch'. 
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KATHOD RAZE In “ship mode" you can personally lead attacks on enemy 
planets. The quick-twitch action strongly resembles that of Accolade’s Star 
Control series. 


been constructed, you must repeat llie 
process all over again, frantically dashing 
from planet to planet while your comput- 
er opponents marshal their forces. 

BUILDER OP WORLDS 

At each planet you can build a variety of 
structures, including your headquarters, 
biospheres (for colonists), hydroponics 
(food), strip mines (minerals), ground 
defenses, a starbase and a factoiy. Any 
planet with a factory can produce a vari- 
ety of vessels based on the amount of 
money and minerals you have. Satellites 
serve as orbiting defense platforms, 
while troop ships ferry your soldiers 
into enemy territory. Light fighters and 
destroyers handle most of the ship-to- 
ship combat duties, while scouts and re- 
pair ships fulfill less combat-related 
roles. If you’ve built a starbase, you can 
shuttle your ships off to the storage bay, 
a convenient holding place for vessels 
until they are needed. 

Once you’ve created your siarlleet, you 
can send them oil' to invade the planets 
of your enemy and destroy his forces. In 
ship mode, you can lend a helping hand 
to your computer-controlled forces, 
rocketing into the area at a tactically crit- 
ical moment and turning the tide of the 
battle. As mentioned, the only ship that 
you can directly control is your own; dur- 
ing a piichcd firefight between dozens of 
shijjs, attempting to issue individual or- 
ders to your comjjuter-controlled hench- 
men — in real time — is a nightmare. 
Factor in the small game window (which 
precludes you from seeing your foes un- 
til you’re practically on top of them) and 
the propensity of tlie player’s craft to get 
blasted into space debris, and the arcade 


sequences become 
more of a chore 
than an engaging 
game experience, 
'fhe only possible 
saving grace is the 
excellent imple- 
mentation of con- 
voys. If you send a 
group of fighters 
and troop trans- 
ports to attack a 
planet, the lighters 
will protectively en- 
circle the trans- 
ports, shielding 
them from attack. 

'fhe music that 
accompanies the 
game is a hard-driving score that will 
bring out the warrior attitude required of 
any successful planet-busting, ship-blast- 
ing space general. Sound effects are used 


the digitized voice of your suboi'dinates 
making occasional uj)daies and an- 
nouncements especially well done. The 
same can’t he said for the graphics, which 
are functional, but rather dingy and col- 
orless. 

A GALAXY OE GLITCHES 

Unfortunalely, S'l'Ait Rkacii sullers ifom a 
number of shortcomings. Although all 
the included races are purported to have 
diderent combat and j)roduction jdiiloso- 
pliies, the fact that all aliens share the 
same vessel types is a bit disappointing. 
Whereas S'IAK Con i'roi, II and Mastkr 
or Orion feature craft unic|ue to certain 
races, all the vessels and planetaiy im- 
provements in S tar Rmacii are the same 


for all players. It's not a major drawback, 
but the opportunity to face off against 
aliens using different weaponiy and tac- 
tics would have been an invaluable addi- 
tion to gameplay. As is, combat simply 
devolves into a lackluster war of atti ition, 
with the player boasting the largest fleet 
usually coming out on top. 

S iAR Ri'jxcii does support the use of a 
keyboard, joystick or mouse, but certain 
control metliods are restricted to cer- 
tain aspects of the game. For example, 
mouse support is only offered during 
game setup and configuration; once the 
game begins, you’re forced to direct 
your legions by way of Joystick or key- 
board. Hit the escape key during play, 
and a disk options menu will appear. 
On this menu, only keyboard controls 
work. This sort of interface schizophre- 
nia seems totally unnecessaiy. 

But the biggest problem is that S'Iar 
Reach adds veiy, veiy little to the Galac- 
tic Conquest genre. 
It seems the de- 
signers tried to 
mesh the best fea- 
tures of Star Con- 
trol II and 
Mas'i lr or Orion 
into one product, 
but in doing so 
they watered it all 
down. What’s 
more, they failed to 
imbue the game 
with anything that 
might give it a 
unique spin and its 
o\vn identity. Wliile 
being derivative in 
setup and ap- 
proach is not a sin in these types of 
games, being derivative and dull in 
gameplay is. In a genre as crowded as 
Galactic Conquest, ihe sin can be a 
deadly one. €r 
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STAR REACH 

RATING 

PROS Split-screen two-player mode 
and a last-paced soundtrack are high- 
lights.... 

CONS ...while the kluizy interface, 
weak arcade action and mediocre 
graphics leave Star Reach in the out- 
er reaches of space conquest games. 



OROP-IN INSPECTION In order to administer your empire in “ship mode,’’ 
you’ve got to drop into orbit around one of your developing planets. In 
“phantom mode," a planet is just a mouse-click away. 


to good effect ihroughout tlie game, with 
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There you are, flying through the air 
with the greatest of easewfien 
the air-to-air missile locks on you 
and starts homing in. Let it close to 4 miles. 
Roll 90 degrees into it and start laying chaff 
and flares like cra 2 y It’s still coming, 
feep turning. Gforces. Everything’s going hlack. 
Thm harder or you’re ck^ meat. 

You’re dog meat. 

Even a Power Macintosh 
can’t do everything. 



Games for the Power Macintosh" computer have better 
graphics and smoother animation^ Thanks to the siz- 
zling processing speed of the PowerPC" chip, they 
also deliver dismally timely, realistic payloads. 


’lb find out where you can take a test run, give us a 
call at 8OO-538-9696. Then go strap yourself into 
the cockpit of an F/A- 18 , and be prepared. The 
animation won’t jump, but you may have to. 


PowerMacintosh 


Apple®. 


'111x71 cmipdrai lo the same games rumiins em SSK-paii ereil Madiilusb' enmimkrs. © IWS Ajfie Cmluikr. Inc. Ml rigbls reserml li/'plc the hgo iiml Muciiila<h are regs^lern/ Innkmarks anil PixaT is a Iniikmarli ofAj'pk Cnmjiiilcr, Me. 

I’oiierK is a Inukmark of liiknialma! Business Machines Cor/milm, used umkr license ilierifmin. Vk imxiuci name.i ami logos of all games fealnnd are Innkmarks or rcgakrnl Innknmrki of Iheir respixluv companKS Ml games sohl separakl}'. 
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REVIEW 


WBWW 


Digging For Gold 
In Lemmings Lode 


Diggers Puts You In Charge Of The Dearest 
' and Dimmest Characters Since LEMMINGS 

by Jason Kapalka 



B illed as “The Game oe Discov- 
ery, Strategy, and Adventure 
ON THE Planet Zarc;,” 
Millennium Media’s Diggers 
could be more simply and accu- 
rate!)' marketed, if not ft)r copyright law, as 
“Subteiranean Leminings” or “Ivemmings 
IV; ITe Strip Miners.” Fans of Psygnosis’ 
survival-challenged mammals will feel 
right at home with 
DiGGEits’ liny spelunk- 
ers. On the other 
hand, gamers who fell 
the best part of Lem- 
mings was the “Nuke” 
button, which deto- 
nated the painfully 
cute horde in a spray 
of technicolor pixels, 
will instantly wish (in 
vain) that Diggers 
had a similiar “Cave- 
In” option. 

The game’s setup 
finds the player arriv- 
ing at the Planet Zarg 
to pry the mineral 
riches from its virgin 
soil. Alas, for the bud- 
ding capitalist, Zargian labor laws demand 
that entrepreneurs employ one of the four 
native races for this Uisk. dlie Habbish are 
cloaked thieves possessing mysterious 
powers of teleportation. The demonic- 
looking FTargs are actually quick-healing, 
steady workers, while the clwarvish 
Grablins, cowards in combat, are the 
fastest diggers of all. The gi'een Quan'iors, 
I bearing a strong resemblance to Bruce 
i Banner’s alter-ego, I'ight down to the pur- 


ple flood jjanis, are lazy, shiftless bullies, 
well-suited to settling laboi' disputes. 

Once all this union nonsense is done 
with and you have your team olTive miners 
assembled, you pick a patch of rock from 
the 34 territories ol’ Zarg and send out 
your five underpaid and uninsured em- 
ployees to start digging for gold, dia- 
monds, rubies, and the rare but treasured 
purple Jennite. 
In an attempt to 
jirevent monop- 
olies, the Zargian 
government has 
legislated that a 
second group of 
miners, con- 
trolled by the 
computer, will 
also be deposited 
in the zone to 
compete with 
you. 'Ilie level is 
terminated \\'hen 
you or your 
opponent ac- 
quire a suflicient 
amount of mon- 
e)', or, more sim- 
ply, when all of one side’s diggers are 
themselves terminated, eithei' through 
their own clumsiness, the hazards of 
Zargian flora and fauna, or the rigors of 
healthy free-inarket capitalism, e.g. sabo- 
tage, assault, and murder by dynamite. 

Getting down to game play, the main 
screen pi'esenis you with a side view of the 
terittin and your miniscule miners, much 
like (sui'prise!) Lemmings. The screen 
.scrolls to follow your workers as they mn. 



2K hard drive space (CD-ROM), mouse: 
supports Sound Blaster and Gravis 
Ultrasound sound cards. 

Protection: None 

Designer: Toby Simpson 

Publisher: Millennium Media Group, Inc, 

Philadelphia, PA 

(800) UWANTIT 


jump, and dig (mostly dig) through the 
vast play area. The doaimenUition claims 
each zone Utkes up the equivalent of sev- 
eral hundred screens, and though I didn’t 
verify this, it certainly seemed like it; you 
can dig, and dig, and dig some more, lor 
a very long time before reaching ihe lim- 
its of any zone. Switching between miners 
is as simple as clicking on one of theii' 
icons; individual miners can walk, run, 
jump, rest, dig, or use any mining tools 
they happen to be canying. 

Your objective is to unearth the various 
valuable minerals hidden underground, 
then return with them to the Zargian 
bank and barter them for “Groads” with 
which you can buy mining devices to help 
you excavate further, and so on until you 
accumulate the sum of Groads necessaiy 
to complete the level. 

Quickly you realize that this is more 
complicated than the cutesy graphics 
would suggest. The mines teem with dan- 
gers, chief among them gravity. 1-lead- 
long plunges down hundred-foot shafts 
are rather rough on the hired hands, de- 
spite any advantages in speed and effi- 
cienc)-. Similarly vexing are the problems 
of going »/;... for all their skill at digging 
downwards, your miners are quite incom- 
petent at climbing, 'rhankfully, a miner 
can teleport back to his home base at any 
time, but then you have to face the chal- 
lenge of going back down again. 

Occasionally, deposits of fennite or 
other minerals can be seen just lying 
about, seemingly ripe for the plucking. 
But most of the Planet Zarg’s wealth is 
hidden from the naked eye, and can only 
be uncovered by moving mountains of 
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OF 19 AODlOTii'IOOAM® Ii'IOi'IF, 

Throw all your favorite |araes into the same drawer 
and you end up with a bunch of missin| pieces. But 
throw them onto a CD-ROM and you end up with Hodj 
'n' Podj. It's|ot variety. It's ^ot drama: two fair princess- 
es kidnapped by the evil Salmi^undee. It's |ot really 
weird names: like Salmi|undee. But most of all 
Hodj 'n' Podj has what other games sorely lack; 
A SENSE OF HUMOR. 


Available for PC CD-ROM 
Coming soon for MAC CD-ROM 


a bi^er game. 


• Fully animated introduc- 
tory fairy tale. 


• Customize your games to 
be short and easy or long 
and hard. 


• Witty running commentary from the peanut gallery. 


• From Steve Meretzky, the award winning creator of Hitchhiker’s Guide 
to the Galaxy'" and Planetfall'" IBM PC software. 
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dirt. Yes, as it eventually turns out, Dig- 
(;kr.s is primarily a game of strip-mining. 
Mucli lime will be spent watching your 
spelunkers digging, digging, slowly, slow- 
ly. in long hori/oiital paths. Ker-chunk. 
Kei'-chunk. Ker-chunk. 

CARNAGE IN A COAL MINE 

DiGC.iaes, like mililaiy service, is not all te- 
dium; but what isn’t tedious is usually 
abi'upt, ('rigliiening and lethal. Faithful if 
not terribly bright, your diggers will 
drown themselves in underground lakes, 
fry in lava, leap to their doom, be de- 
voured by an assortment of carnivorous 
plants, animals, ghosts, and unidentifiable 
stjuidg)' things, or even be impregnated 
by face-hugger eggs straight out oi Alien. 
And then there are the competing miners 
to wony about, (x)mbat on Zarg is a sim- 
ple, almost innocent afiair — diggers sim- 
ply waddle up to one another and punch 
away — but still potentially deadly. 

An assortment of tools is available at the 
company shop to help the 
player with all of these 
hazards. Bridges and 
boats can cross lakes and 
underground resen'oirs. 

L.ills, rail cars, and tele- 
porters can be built to 
ease the pain of subter- 
ranean transit. 'Fhere are 
drilling machines that 
plow through the eaith at 
a tremendous rate, and 
explosives that can be 
used to clear obstacles or 
foes. Unfortunately, all 
these gadgets cost Ciroads, 
forcing the player to 
choose between buying 
helpliil tools and reducing his progress to- 
wards comi)letirig the level, or slogging 
through with a minimum of extra devices, 

Fortunately for the player, given the 
lethality tind general difficulty of the 
game, the computer opponent is 
abysmally stupid. Computer-controlled 
diggers will often fall into holes and just 
sit there, literally for hours if you have 
the patience to watch, instead of teleport- 
ing liome. Not once did I lose a game be- 
cause the computer acquired the 
necessary Groads before me, which 
means that ii’ tlie human player can avoid 
killing himself, he will always win — after 
long, long stretches of strip-mining. 

Sadly, the greatest danger to the player 
is tile massive stupidity of his own men. 
Miners standing idle for more than a 


minute or two will become bored; bored 
miners take it on themselves to start dig- 
ging or walking randomly without regard 
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DIG IT, BABY! Competing for precious resources against your 
opponent may put you in direct contact with the enemy. The 
slugging match that ensues is cute, but deadly. 


to safety. The novelty of seeing the digger 
you left topside go hurtling down a three 
mile shaft wears thiti fairly tjuickly. Once 
vour five miners luive been whittled down 



DELVING ELVES The rectangular tool bar gives you complete 
control over your hard-working diggers, You’ve got to keep them 
on a tight leash, though, or they'll saunter off to their death. 


to one or two it’s easier to keep track of 
them, but then you have fewer liands with 
which to strip-mine. 

LEMMINGS BURIES DIGGERS 

]usL as the \'asl majority of DOOM-alike 
games fall short olTheii' model, OitiGHiis 
fails to achieve the same level of fun as 
Lemmings, for several reasons. The 
graphics are uninspired and the sound 
actively boring, consisting of the odd 
blips, honks and tinkly music. The con- 
trol scheme, which prclti’ much requires 
simultaneous manipulation of die mouse 
and keyboard, could be described, if one 
was in a generous mood, as "novel.” .\fter 
many hours of strip-mining, I was not in 
a generous mood, and yon won’t be ei- 
ther. For ail its atleiuioii to physics, there 


are strange anomalies: lifts will not sup- 
port milling machines, occasionally 
bridges will iail to support diggers, rocks 
will not fall when the dirt 
under them is removed. 
The game world is set up on 
an invisible grid of stjiiarcs, 
and diggers can oiih' 
change direction when they 
are smack in the center ol a 
scpiarc, meaning that to 
change a digger’s orders 
yon must click on liini I'c- 
peatedly until he is in the 
“sweet spot.” Veiy curiously, 
for a game whose jireniise is 
competition between teams 
olTiiiners, there is no multi- 
player sujiport at all. Ciii'en 
tlie moiiumental idiocy of 
the computer opponent, this is a serious 
omission. A multiphq'cr option would 
have at least partial!)' alleviated this Haw, 
and aiiivvay, wlio wouldn’t want to ti-)' a 
lemming deatliinatch' 

After a time, all the Zargian terrain be- 
gins to look the same. Yes, there are a 
host of different geographies — desert, 
grassland, mounlains, icescapes, is- 
lands — but when the majority of game 
time is spent underground, the dil'fcr- 
ence between palm trees and cacti be- 
comes moot. And underground, well, dirt 
looks pretty much the same no matter 
where you are. 

And so one is left, eventually, working 
out the logistics of an cHicieiu scrip-min- 
ing operation. Ferhaj)s (here is a success- 
ful game to be made of this 
premise — Sim made civic j)lanning 

fun, after all — but Diggers is not it. The 
cute graphics and concej^t make this look 
like a game for the younger set, but 1 
think it’s safe to say the average 10-year- 
old will find little joy calculaiing the opti- 
mum sweep pattern for clearing a block 
of dirt, while the sim-butfs who might en- 
joy such a task will be lurned off by the 
goofy graphics and lapses in realism. ^ 


DIGGERS 




• An inlere.sting concept with 
huge play areas and some nifty 
chrome. 

CONS .Atvku'arcl controls, tedious 
game play, and boring graphics steal 
the sparkle from this gem. 
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STRATEGY 


To The Empire s Defense 

An Addendum to the Imperial Pilot’s Secret Handbook 



(A parlial copy of the follmoing document 
was found during inspection of pilots’ quarters 
aboard the Star Destroyer Invincible. Once 
I again the Imperial Information Bureau, on 
I behalf of Lord Vader, urges anyone with 
, knowledge of the author or authors’ identity to 
I step forward. A reward has been offered.) 

I ...necessitated tlie release of this, tlie up- 
dated edition ol' tlie Secret Handbook. 
For example, pilots in searcli orunoiricial 
R&R should certainly peruse the latest 
version of Commander Moonbarker’s 
“Budget Guide to Pleasure Palaces of Im- 
perial Space,’’ as inter-species “cunsor- 
tion” laws liave changed drastically in 
certain sectors of the Outer Rim. 

In addition, veteran pilots now engaged 
in the campaign code-named DtireNDiiR or 
TTiK E.mi’IR 1': have requested more unollicial 
tactic'al advice, which we are only loo hap- 
py to provide. Rookies beware! If you’ve 
never seen the interior of a ’I'lK Advanced, 
let alone a Defender, il'your superiors 
haven’t let you in on the recent defection 
1 of a certain highly-placed Admiial, if you 
don't know about the jjlot to kidnap Em- 
i pei'or Palpatine himself, it would be most 
I unwise to read the following info. 


ADVANCED TACTICS 

Flyers in the DKrrNnr R or 'n it; EMi’iRt; cam- 
paign will spend most of their time in the 
new 'FIE Defender, \\'hich, while certainly 
the most advanced siarfighier to date, is 
not invulnerable, particularly in the one- 
against-many missions you’re required to 
fly in it. Hence, a few new stratagems are 
oU'ered here to help even the odds. 

Missile Defense: Icven a Defender 
with fill! shields cannot sun'ive moi’e than 
one hit from an advanced missile — a 
brand commonly u.sed by Zaariii’s traitor- 
ous forces. 'Fbus it becomes necessaiy to 
avoid those missiles. 

'Fhe easiest way to do this is to prevent 
the enemy Ifom getting a lock on you in 
the first place. Ninety-degree turns at 
high speed are the best way to foil lai'get- 
ing; bobbing and weaving, effective 
against close-range laser fire, ai'e next to 
useless against a ship targeting you Ifom 
further out. 

But sooner or later eveiy pilot will hear 
the dreaded missile alert klaxon. When 
this happens, hit the sj)acebar to lock 
onto the incoming missile. You then have 
two options: you can accelerate to high 


speed and turn circles until the missile 
self-destructs, or you can shoot the mis- 
sile. Simply dodging the missile is easier, 
but takes up a jjrecious 20 to 'M) seconds. 
Shooting it down is fill' more dillicult. but 
can save critical moments. Switch to single 
lasers and keep the missile on the outer 
edges of your radar screen until it pas,se.s 
you. 'Fhen turn and spray it with fire. 

Missile Attack: It can be dinicult to hit 
enemies with missiles if they’re already 
attacking you. When closing to missile 
range, ju'ess <Z> to check your target’s 
mission. If it’s attacking you, firing mis- 
siles as yf)u dose will fiften result in the 
eneni) blasting (hem wiili laser lii'e di- 
rected at your ship. 

A handy thing to remember is that 
your missiles will retain their lock for a 
second or so aftei' you move the targeting 
reticle away from the enemy. Swing 
shai'ply away fVom the target ship right 
aflei- you attain a lock; (ire missiles a sec- 
ond later, and they will usually avoid the 
enemy’s lasers. 

Tractor Beam Tricks: Fhe new, im- 
proved tractor beam is, of course, useful 
i'or slowing enemy slarfighiers while you 
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lire lasers, but it has other uses that your 
toniiiianding oflicers, with typical Imper- 
ial elliciency, will not inform you of until 
veiy late in the campaign. 

When defending a large ship or instal- 
lation, watch for ships making attack runs 
on it. If you catch them in the tractor 
beam as they make their approach, they 
will be unable to turn in time to avoid 
crashing headlong into the Star Destroy- 
er, jdatform, or what have you. This will 
damage the craft you are defending 
slightly, but much less than a volley of 
torpedoes or a sustained laser-strafing 
run, and it’s quite pleasurable to imagine 
your foes' reactions as they yank in vain 
at their joysticks.... 

A second useful trick will allow you to 
destroy ships quickly without attaining a 
full missile lock. Activate the beam and tar- 
get an enemy with missiles. Fire after onl)' 
a second or two of “yellow” blips, but main- 
tain the tractor lock on die ship, which will 
be unable to change course in time to 
avoid the minimally-guided missiles. 

Energy Management: Veterans tvill be 
familiar with the controls for changing the 
recharge rate of shields, lasers, and en- 
gines. Remember, chough, if your craft’s 
equipped with a 
tractor beam, you 
c'an use its energ)' as 
well, redirecting it to 
the engines by hit- 
dng F8, 

And even many 
seasoned pilots ig- 
nore the fact that 
you can transfer 
power back and 
forth from your 
lasers and shields 
by hitting the <;> 
and <’> keys, By 
setting both your 
laser and shield 
recharge settings to 
maximum at the 
beginning of a mission, and dien transfer- 
ring all power from lasers to the shields, 
you can achieve lull double-shield strength 
in less than a minute. 


MISSION STRATEGIES 

Even for veterans, the DEf'i'.Nnr.R oi' rni'. 
Emi'IRI-: campaign offers some tough chal- 
lenges. More than one hotshot ace has 
ended up asking for reinforcements and 
“Easy” task assignments. Following, then, 
arc a tew tips for each of the new missions. 


And as an aside: iii- 
mor has it that the 
Secret Order has in- 
augurated a new top 
rank, one beyond 
“'Ehe Emperor’s 
lland.” Rut this is 
not a safe topic for 
public discussion.., 

BATTLE 8 
Mission 1: Here, 
as in many ol' the 
missions you'll be 
called to fly as a 
Defender pilot, 
there is less danger 
to you than to the 
ships under your 
protection. If lime is an issue — and it cer- 
tainly is here — force all missile-armed at- 
tackers to break off their torpedo runs so 
you can pick them off later at your 
leisure. Approach the flights of TIE 
Bombers in this mission with your lasers 
on single-fire, and spray each ship with 
one or two shots. They’ll peel away, giv- 
ing yoti time to deal with other threats. 

Mission 2: Remember that resupply 
shuttles almost always appear as .soon as 


you’ve exhausted your missile load. Tiy 
to use missiles on all the Coiwettes, and 
press <Z> to check which of the target 
ships is closest to entering hyperspace. 
When making laser runs against large, 
aimed ships, switching to single-lire will 
give you a higher rate of lire and make it 
easier lo dodge during your approach. 

Mission 3: Forget your commander’s 
suggestion lo send yourwingmen aftei' the 
Coivelles: your (lighimates are apparently 
high-scoring graduates of the Inij^erial 
Flight .Academy, i.e. ciuite useless when at- 


tacking capital ships. Send them after the 
Gunboats, dump all power to your en- 
gines, and take out the Coiwettes with two 
hea \7 rockets apiece. Fire the rest of your 
rockets at the CaiTack Cniiser \vhen it ap- 
pears and a re.supply shuttle will hyper- 
space in. Take out the enemy transports 
before reloading, ordering your wingmen 
to coN'er you when necessaiy. Launch rock- 
ets at the Cruiser from very close range 
until its shields are down, then strafe it 
with lasers. Keep your shield levels high so 
you can take one or two missile hits from 
the Gunboats. 

Mission 4: Don’t be afraid to use your 
missiles here. Use them a lot. \Vhenever 
there’s a break in the action, reload. This 
mission takes quite a while, and you may 
have several minutes of dull waiting be- 
fore each new Rebel attack wave. Don’t 
get bored or distracted: stick near the 
Cargo Ferries and if you use time com- 
pression, be ready to turn it off at a mo- 
ment’s notice. 

Mission 5: Target the platform’s mis- 
sile launcher first. Once it’s disabled, 
power up shields and lasers and dogfight 
with the various X- and T-^Vings. The 
Rebels’ new T-Wings are not exactly 
state-of-the-art: they have only two lasers 
and a veiy weak shield. They’re slightly 
faster than an X-^Ving, but as you will 
learn, certainly not as hard to hit as an A- 
Wing. Lock Transports Omega 1 & 2 in 
memory and don’t stray too far from 
them. Save your missiles for craft target- 
ing the transports. 

Mission 6: The main thing to wony 
about hei'e is missing with more than one 
of your mag pulse warheads. Vou need lo 
disable, first, the nearby Corvette, second, 
the Interdictor, and third, the Strike 
Ciruiser that hyperspaces in a bit later. 



FLY-BY SHOOTING The Defender packs heavy firepower in the form of 
quadlinked lasers, but in certain circumstances you're better off with a 
single rapid-fire cannon. 


laa COMPUTER GAMING WORLD • APRl 


1995 




ONLV THIS TIME TOU GET TO It'ALK UPRIGHT. 





1 


I 

1 



THE LAST VIEW OF A DOOMED PILOT The TIE Defender manufacturing plant 
in Battle 8 is a pretty sight. But this pilot's going to be getting more of an 
eyeful than he bargained for thanks to a dead steering mechanism. 


then it’s just a matter of eluding the 


Charge your shields up, then redirect all 
power to the engines. 'T'he best angles 
from wliicli to release tlic mag ptilse tor- 
pedoes are either from directly behind 
the target ship, or while Hying veiy close 
in a parallel course. 

BATTLE 9 

Mission 1; There’s a lot to do here, 
but for once youi’ wingmen and the other 
Imperial pilots will help out. They’ll dis- 
able Escort Carrier Jilte with minimal as- 
sistance, for example. Unfortunately, the 
Assault Transport that’s supposed to take 
out the Cargo Shuttles will not — at least, 
not in time. If you rush, and use Four mis- 
siles, you can catch the Shuttle that’s 
heading into hyperspace, but it may not 
be worth it. Destroy the remaining Shut- 
tles as quickly as possible, then use mis- 
siles CO take out the platform’s launcher. 
Turn on the tractor beam and engage 
the remaining TIE Bombers. After you’re 
done with them, the platform’s shields 
will probably be down. Disable it and 


hordes ol 'flK Fighters until the capture 
operation is over. 

Mission 2: 'Fhe best way to intercept 
missiles aimed at .someone else — the Star 
Destroyer Adarga in this case — is to get 


in between the tar- 
get and the attack- 
er and spray 
single-laser fire. As 
soon as the mission 
starts, turn to face 
the Assault Trans- 
ports and dump all 
power to the en- 
gines. Use missiles 
on the enemy TIE 
Defenders. Even in 
a Defender, close 
attacks on Assault 
Transports are 
dangerous; use 
your tractor beam 
to make them 

crash into the Adarga. 

Mission 3: A straightforward but 
tough light. Lock the Mltarsup and G’- 
Nagnib into memoiy and take out their 
attackers — the transports first — and re- 
member to re-acquire the G’Nagnib after 


Bonus Mission Goals 


For the TIE pilot who just can’t please his superior officers enough, 
here are the bonus objectives for each of the new missions. 

BATTLE 8 

Mission 1: Destroy Nebulon B-2 Frigate Raptor 

Mission 2: 100% of Assault Transport group Tiger completes mission 

Escort Shuttles Sigma 1 -3 and Omega completes mission 

Inspect Modular Conveyor Z-Cod 1 & 2 

Capture Transport Z-Elpi 

Inspect Corellian Transport Coral 

Inspect 1 00% of Modified Corvette group Z-Oz 

Mission 3: None 

Mission 4: 100% of Cargo Ferry group Terry completes mission 
Container Transport Contel completes mission 
Modular Conveyor Vendor completes mission 
1 00% of Modular Conveyor group Dromii complete mission 
Mission 5: Assault Transport Leopard completes mission 
Transports Omega 1 & 2 complete mission 
Escort Shuttle Sigma completes mission 
Disable Transport Blue 

Inspect 100% of Modular Conveyor group Rampart 
Mission 6: None 
BATTLE 9 

Mission 1: 100% of all TIE Defenders completes mission 
AND 100% of Assault Transports completes mission 
50% of TIE Defender group Delta complete mission 
Capture Escort Carrier Jitte 

Capture Shuttles Upsilon 1 & 2, Lambda 1 & 2, Sigma 1 
Destroy A-Wing Red 5 
. Destroy 100% of B-Wing Blue 
Destroy 100% of X-Wing Gold 
Destroy 100% of A-Wing Red 

Mission 2: Imperial Star Destroyer Adarga completes mission 
Utility Tug 3f1 completes mission 


Tugs 8f9, 7f9, 6(9 and 5f9 complete mission 

Destroy Corellian Corvettes Uhu 1 & 2 

Destroy 100% of probe groups Keyhole 1 & 2 

Mission 3: Destroy 100% of all Transports 

Destroy 100% of Assault Gunboat group Z-Mu 

Destroy 100% of Tug group 20f16 

Destroy at least one of TIE Advanced groups Z-Alpha, 

Theta, Gamma 

Destroy at least one of TIE Bomber groups Z-Bela, Z-Eta 

Destroy at least one of TIE Defender group Z-Zeta 

Mission 4: Destroy 100% of Rebel craft 

Freighter Mharsup completes mission 

Destroy Nebulon B Frigate Hunu 

Mission 5: Destroy 100% of all R-41 Starchasers 

Destroy Strike Cruiser Intombe 

Mission 6: Destroy 100% of all Rebel craft 

AND at least one Nami craft 

BATTLE 10 

Mission 1 : Destroy 1 00% of Y-Wing group Boegis 

Destroy 100% of T-Wing group Oro 

Capture Corellian Transport Dhoora 

Mission 2: Utility Tug Rover survives 

Destroy 100% of TIE Defender groups Z-Alpha, Beta, 

Gamma, Delta 

Destroy Nebulon B-2 Frigate Z-Kopsh 

Destroy 100% of TIE Advanced groups Z-Eta, Theta, Zeta 

Mission 3: None 

Mission 4: Destroy Carrack Cruiser Prism 
Destroy Probe Yey 

Mission 5; Inspect Escort Shuttle Black Box 

Mission 6: Destroy 100% of all X-Wings AND 100% of all A-Wings 

Destroy Calamari Cruiser Independence 

Destroy Strike Cruisers Lonsigar 1 & 2 
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APPROACH WITH CAUTION It's always risky approaching a Rebel platform 
from the topside, where defensive fire is heaviest. But the underside is 
impossible to target, since the defensive missile launcher is located there. 


I 

j il linislies docking. 

I Watch out for ihe 
I advanced missiles 
I used by Zaarin’s 
forces; your shields 
I will have to be at 
near double 
strength to witli- 
I stiind a hit. 

Mission 4: Sure, 
you were never 
crazy about your 
wingmen, but at 
least they served 
I one useful purpose: 

I drawing fire. Pretty 
; well all the Rebel 
! scum in this mission 
I will be gunning for 

you and only you. Quickly eliminate as 
; many of die A-Wings as you can or you’ll 
! be constantly harassed. Charge, then acti- 
I vale tractor beams as you close to missile 
I range; fire one missile after a moment or 
; two of “yellow," then a volley of linked 
j lasers. Tlie Mharsup will almost certainly 
I be disabled, but make sure you eliminate 
I the enemy Transports before they start 
I docking, or you’re likely to blast the 
I freighter by accident. 

J Mission 5: The pirates, with their out- 


moded R-41 Starchasers, are about as 
threatening as a sick taun-taun. fhe real 
danger here is sensory overload; it can be 
extremely difficult to pick out targets 
amidst the mines. Don’t bother locking the 
Cors'ettes into memory; just hit <T> until 
you’ve ibtind the Transports, then kill 
them all swiftly willi missiles. Mop up the 
R-41s and mines only after all six trans- 
ports are eliminated. You can get some big 
bontis points for blasting the Strike Cmis- 
er, but it hyperspaces out fairly quickly. 


which means you’ll have to use your mis- 
siles on i( instead of the Transpoits. 

Mission 6: Try to lake out the A-Wings 
before you head for the B-Wings attack- 
ing the convoy, or they’ll make life veiy 
difficult. Make speed your priority here. 
If you dump all power to the drive, you 
can probably intercept the B-Wings be- 
fore they launch torpedoes. Kill them 
with lasers if you can, since you’ll want 
your missiles later on. Eliminate the X- 
Wings at your lei.sure, then dogfight with 
the Defenders — again, you want to con- 
sen'e missiles. You’ll have to do some 
fancy energy management to have a 
chance against the Defenders; you need 
to be able to both match their speed and 
maintain your tractor beam. Stick close to 
Mssan 2 and 3. Quite late in the mission, 
a flight of TIE Defenders will hyperspace 
in nearby and target them. Now, of 
course, is when those missiles will come 
in handy. 

BATTLE 10 

Mission 1 : Back in an Assault Gunboat, 
but look on the bright side — it could have 
been a TIE Fighter. First, lock die shuttle 
into memoiy and charge your shields. Park 
directly behind the Transport, and as soon 
as it discngiiges hit itwidi one missile, then 
immediately switch to ions and disable it. 



(Dallas, Texas) Shots rang out 
and the heart of a nation 
stopped yesterday afternoon in 
Dallas as an undetermined 
number of snipers shot at 
President Kennedy as his 
motorcade proceeded along 
Main Street. 

One of the bullets found Jt^s 
way to President 
right arm, woundig 
Parkland Hospital^ 
was treated foj^ 
wound, listed tfj 
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SPECIAL DELIVERY, DON'T SHOOT! Mag pulse warheads will temporarily 
disable a capital ship’s systems. You have to get in good and close, 
though, to make sure the warhead isn't shot down by the ship’s guns. 


Now target the 
sluiule and de.stroy 
any R-41s going af- 
ter it. Remember, 
yon only have two 
lasers now, and are 
better olT transfer- 
ring laser powei- to 
the engines. Use 
missiles and tractor 
beam trick #2 to 
scnib die pirate filth 
from the cosmos. 

Mission 2: 

Whatever you do, 

DO NOT try to 
dogfight the TIF, 

Defenders in your 
Ciiinboat. You’ve 
seen what that leads to I'rom the other 
end of the gun. Kill them safely 1‘roni a 
distance. Make sure you’ve destroyed tlie 
ones attacking you (using tractor beam 
trick #2) before tiding to reload. Note 
that you can start accelerating while the 
missile lug is still I'eloading you. Also 
note that any missiles fired during this 
time will be automatically resupplied. 
Otter, stick near Chemeti 2 and watch for 
ships attacking it. 


Mission 3: The mosi crucial moment 
in this mission is right at the beginning, 
when the I'-Wings will launch rockets at 
the Ul/.epi. Immediately redirect all 
shield power to llic engines, head for the 
Ulzepi, target her, hit <A> to see who’s 
attacking her, and swing away towards the 
pirate at the last moment. Spray lasers to- 
wards the rockets; if you miss any, turn 
back towards the Ulzepi and tiy to inter- 
cept them as they home in. Later on. 


watch out for T-Wings targeting you with 
missiles and di.s])o.se of them first. Do not 
engage the enemy Defenders unless you 
have missiles left over, or a strong subcon- 
scious desire for an honors llineml. 

Mission 4: 'nirawn’s newest starlighter 
is at long last unveiled: the Missile Boat. 
Some old-timer pilots have expressed dis- 
satisfaction with the new ship, claiming this 
supenveapon makes destroying the ene- 
my. ..too easy?!? From where we stand, it 
can nevei' be too easy; moreover, the Fm- 
pire’s “supenveapons” lend to have embar- 
rassing Achilles’ heels. We would make 
reference to a certain giant battle station 
here, but the Imperial Information Bureau 
has forbade the conjunction of the words 
“Death” and “Star” in ca.sual conversation. 
In any case, the Missile Boat is no excep- 
tion to this nile, with its single laser mak- 
ing it practically useless in a dogfight. You 
must destroy the enemy at long range. 
Note that with the improved radar system 
you only need half as long to attain a mis- 
sile lock. If stitifighters close to laser range, 
hit <N> to engage your SL‘VM drives and 
get some distance. In this mission, keep a 
close eye on the Assault Gtinboats. If 
they’re destroyed, yoti will be unable to dis- 
able the Strike Cniiser, and lienee unable 
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to complete the 
mission. 

Mission 5: The 
main problem 
you’ll encounter 
here is ninning out 
of ammunition. 

You’ll need more 
than 40 missiles, 
and definitely more 
than 1 0 hea\y space 
bombs. Lock Trans- 
port Omega into 
memory and keep 
it safe. Ask for a re- 
load before you’ve 
exhausted your mis- 
siles, and keep fir- 
ing while Omega 
resupplies you. With the tractor beam in- 
stalled, your dogfighting capabilities are 
enhanced: an enemy caught in the beam 
will not be able to dodge a missile, even if 
you fired it without a full lock. Wlien en- 
gaging the Carrack Cruisers, tr)' to ap- 
proach from the rear, and launch btJinbs 
only when very close. 

Mission 6: Your first priority is to deal 
with the Defenders. Set lasers to recharg- 
ing, channel everything else to the en- 


gines, and engage SLAM overdrive. 
Once in range, recharge your shield and 
start blasting the Uelcnders with missiles. 
If some become functional, turn on the 
tractor beam and kill (hem at short 
range. Next take out the j)lail’orm’s 
launcher. \Vhen targeting individual 
parts of a platform or capital shij), realize 
that yf)ur mi,ssiles are not smart enough 
to stacr around the vessel if their target is 
on the other side of it. The TIK Lighters 


and Interceptors will take out Y-Wing 
group Gold Devil, leaving you free to 
concentrate on annihilating the platlbrm 
and the mines. The mines are annoying; 
try to line up five or six in close proximi- 
ty, fire one missile at each, then turn and 
engage the SLAM boosters to avoid the 
volley of return fire. 

'I'hat concludes our huest installment of 
tactical advice. Pilots hoping litr a dramatic 
ending to the Dei'I'N’dI'R Of ’riif- Empire 
campaign should be warned that it turns 
out as something of a clillhanger. Rumor 
has it that the imperial High C-ommand is 
already drawing up plans for another c"am- 
paign. The Secret Handbook stalf would 
like to suggest “Missiles, Missiles, Yet More 
Missiles” as a possible codename. 

Returning now to the ever-interesting 
topic of inter-species “consortion,” we are 
jdeased to include in this edition Captain 
Scar’s illuminating new treatise on the 
subject, “Wookie Nookie and Droid Dal- 
liance: Gne Man’s Ojjinion”.... 

(Fmiher sections oj the irailorom donanent 
are of no general interest. Once again the In- 
formation Bureau urges a7}yone with knowl- 
edge concerning the above text to do their duty 
and report to a ranking officer. There will be, 
we emphasiu’., no reprisals.) 



to order call toll free 
1-800-B31-5141 


THE NEW 
EXCITING 
QUIZ GAME 


FROM SOFDEC, INC. 


riiHf fames in one 
aiih fuesUans 
ahui (he ahote uortd 


Programmed for ages 16 and up 
with multiple choices, different play 
levels , various skill levels . Select 
from a wide range of topics such 
as history, literature, art, music, 
sports, theater, movies, travel and 
more.Delve into the world of science 
and nature. Beautiful pictures and 
great sound accompany you as you 
match wits with your opponent 
whether it is computer or human. 
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NOW MAKE THEM TOAST. 


I # OU HATE THEM. IF REVENGE IS A DISH BEST 
If SERVED COLD, THEN NOTHING IS COOLER THAN 

/retribution. 

THEY'VE BRED MILLIONS OF HUMANS 
FOR FOOD. 

AND NOW IT'S PAYBACK TIME! 

STRATEGY, ACTION, 100 MB OF 
ANIMATION AND DIGITIZED 
SPEECH CREATE AN ENTHRALLING 
ATMOSPHERE THAT IS RIPE FOR 
YOUR REVENGE. 



LOGISCAPE TECHNOLOGY WITH DEEP HORIZON 
ALLOWS YOU TO WREAK HAVOC OVER LAKES, 
MOUNTAINS, AND VALLEYS - ALL IN REAL TIME. 

THE CINEMATIC ANIMATION WITHIN 
THE n MAJOR CAMPAIGNS WILL GIVE 
YOU LOADS OF CHALLENGES BATTLING 
THESE CANNIB-ALIENS. 

THEY WANT TO SERVE MAN - 
IT'S UP TO YOU TO STOP THEM. IF YOU 
DEMAND SATISFACTION, YOU MUST HAVE 
RETRIBUTION. 


AVAILABLE FOR PC CD-ROM 

Retribution © 1995 Gremlin Inlernclive Limited. AH rights reserved. Front Street Publishing is a trademark of LI.S. Cold, Inc. 
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REVIEW 


Double Play 

Turn Two With Reviews of HARDBALL IV 
and ESPN Basebai± Tonicht 

by Jim Gindin 


W 

1 



T liERK WAS A LOT OF GOOD B.ASEBALL 
IHI.S I'AST SEASON. BROKEN 
Rl-CORDS, THRILLING DIUSION RACES, 
anci a Wdi IcI Series more exciting 
than many in recent memor)'. Of 
course, this didn’t lake place in the real 
stadiums, which were empty except for 
the players pacing the dugouts in search 
of bigger paychecks; it all happened in 
my siadium-buill'lbr-one, my PC, where 
the ball players’ digitized and animated 
counterparts played their hearts out — 
played several seasons in fact — without a 
thought of compensation. 

Yes, with the release of several solid 
baseball packages, it was a good season 
for computer baseball. Now, as we turn 
the corner of the New Year and head 
into what we all hope will be Spring 
Training, two new baseball games have 
made their debuts, each adding some va- 
riety to the gj’owing market of PC base- 
ball simulations. 


ESPN Basebali. Tonight 


T Price: $59.95 
Floppy, $69.95 
CD-ROM 
System 

Requirements: 

IBM compatible 
386-33MHzor 
better (486- 
25MHz 

recommended), 

4 MB RAM (8 

MB recommended), 5 MB hard drive 
space, SVGA graphics, mouse, CD-ROM; 
supports AdLib, PAS, and Sound Blaster- 
compatible sound cards. 

Protection: None 
Players: 1-2 (same computer) 

Developer: Stormfront Studios 
Publisher: Sony Imagesoft 
Santa Monica, CA 
(800) 922-SONY 


Hardball IV is the latest entiy in Ac- 
colade’s series of action-oriented baseball 
games, featuring the most stunning sin- 
gle-screen graphics I've seen in a sports 
game. All 28 major league ballparks are 
included, which is groundl)i‘eaking in it- 
self, and each is intricately derailed. The 
artists put togetlier moi'c than 30 frames 
of animation for the iniching motion 
alone; eight Iraines of art detail the bat- 
ter’s swing, But whereas most graphical 
games scroll and twist their way into 
recreating a sport. Hardball IV has no 
scrolling action. As a result, the few views 
of the action that are available look stun- 
ning in their SVGA detail, but the design- 
ers have made some trade-f)ffs. 

The concessions? Well, Hardbali, IV 
isn’t really a baseball simiilalion — it’s more 
of an action game. After your hitter 
makes contact with the ball, the game will 
shift to one oi' three possible views of the 
ballpark, each centering on one of the 
outneld positions. I’he play will take 
place in that screen. As a result, the out- 
field is about the same size as the infield, 
so you’ll see force-outs at second base on 
line drives to the outfield. If the ball isn’t 
hit over die lence, it’s likely a single with 
only one base advancement possible. 

Sony Imagesoft’s KSPN Baseball 
ToNicari' opens with a digitized video se- 
quence (hat will be familial' to viewei's of 
ESPN’s in-season nightly baseball show. 
You might see the 'fwins turn the triple 
play, or fijrmer Ginciiinali manager Lou 
Pinelia throw a tantrum. Announcer 
Chris Berman mans the studio while Dan 
Patrick calls play-by-play. 

Graphically, ESPN Baseball ToNKarr 
is much weaker than flARDBAi.t. IV. Player 
movement is awkwai d, and the ball dis- 
appears a full frame bei'ore the bat is in 


view, 'fhe game tries to scroll into dilfer- 
eni views of the outfield, but the motion 
is all done at once, jiroviding an uneasy, 
jerky view of plays in the outfield. Howev- 
er, if it weren’t for Hardball IV’s stan- 
dard-setting grajihics, KSi’N Ba.skball 
Tonigh t would be among the best. Uirge 
player sprites and realistic-looking play 
outcomes liiglilight this simulation. 

FIELDING ERRORS 

Ask any action-oriented ballplayer what 
he or she finds lacking in a liivorite game, 
and you’ll likely heai' the word “fielding” 
mumbled amongsl other words I can’t 
print here. Well, there's no reliei' here, 
because these two action games provide 
typically weak lielfling models. VVlien the 
ball is hit, the game highlights one of 
your defenders and places a circle on the 
field where the ball will cirojL ESPN B.ase- 
BAt.i.ToNKan provides more ojnions and 
the fielders are easier to control, but low- 


Hardball IV 


Price: $59.95 
Floppy and CD- 
ROM 
System 

Requirements: 

IBM 

compatible 
386-33MHzor 
better, 4 MB 
RAM, 18 MB hard 
graphics; supports Sound Blaster- 
compatible sound cards; floppy version 
requires purchase of extra disk for 
MLBPA players and stats. 

Protection: None 

Players: 1-2 (same computer and modem) 

Developer: MindSpan 

Publisher: Accolade 

San Jose, CA 

(800) 245-7744 
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NOTHING. NOTHING CAN PREPARE YOUR PC. 



. FRIENDSHIPV 



NOTHING, NOTHING CAN PREPARE YOU...forthe ultimate arcade 
translation of Mortal Kombat® II. "Finish Him" with all the true graphics, 
character animations, CD-quality music and awesone sound f/x of the 
arcade blockbuster. Brutal special moves. Friendships, Babalities, hidden 
surprises, crushing combos and outrageous finishing moves are yours 
to kommand. Let the Kombat Kontinuelil 

NOWON 


MIDWAY, 


PC CD-ROM^ 




AIL 12 KOMBAT 
WARRIORS? 





«! ««» 


JMCkilm' 

entertainment inc. 


MORTAL KOMBAT® no 1993 IJcenaod from Midway Manulacturlr^ Oompany. All rights reserved. Acclaim Isa division of Acclaim Entenainmeni, Inc. ® &0 1994 Acclaim Enierlalnmenl, Inc. All rights reserved. 
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;iii enormous anioiiiU ol 
woi'k inio (lie pitching mod- 
el. Idisihalls look, like I'asl- 
balls and curveballs bend 
jiisi like they should. Mftst 
pilchei's are allowed to 
ihrow (1)111' ol die eight dil- 
lei'eiU pilches available in 
the game. Some pitchers, 


iilways best to httve someone wanning up 
in the bullpen. 

KSPN Haskbai-I. 'roMC.irr handles 
pitching in a I'ai' worse manner. Pilch se- 
lection is limited to positioning your 
lmrk;r on the mound and then selecting 
it speed of slow, inedimn or fast. Once 
the pitcli is thrown, you can cut it right, 
left or both, sort of like throwing a whil- 
lleball in a wind tunnel. 


INSIDE PITCH 

I I,\iu)BAI-L's designers put 


HEY BAnA BATTA! While ESPN BftSEBAiL’s graphics 
(right) are par for the course, Hardball IV (above) 
goes the extra mile with gorgeous SVGA pitcher- 
batter screens. 


er-()ualil\' graphics and |)f)or scrolling el- 
lects detract from play. You ctm decide 
whether yon want to control your fielders’ 
movements and/or throwing, jiennilting 
a gradual learning process. 

Mardbai.i. IV also gives you control of 
player movement and throwing, control 
of throwing alone, or no arcade control 
at till. Infield play is seemingly arbiii'aiy: 
after the hall is hit, the game decides 
whether an infielder has a chance to 
make the play. Sometimes a play looks 
like an easy gi'oiind out, bill )'ou are not 
allowed to use your shortstop. So while 
I'oui' initial reaction is to move your 
shortstop right a coiijilc ol' steps, you 
end lip moving your cenler fielder out of 
position to hold the phiy to a single. 

Oiitiield play is veiy dillieiiU, .'\fler the 
hail is hit, tlie view shifts 
from behind the pitcher to 
(he selected view of the out- 
field, and this new vietv re- 
cjuircs a second or more (iir 
vou to evaluate it. 'lliis often 
costs you a chance to move 
your outfielder into posi- 
lion. Oiitllelder movemenl 
is momentum-hased, and 
liecausc* of the uiuisual di- 
mensions of the oiitlield, lat- 
eral movement is much 
easier than fonvarti or hack- 
\\'ard movement. The result; 
vou often miss wlittl should 
be easy catches. Mastering 
ihe idiosyncrasies of ouilield 
pla)' is certainly ilic key lo 
success in Hardbai.i. IV. 


like kmicklehall specialist Clliarlie Hough, 
can only tliixiw two or three. \’ou select a 
pilch, then the htiller steps up to the ]jlate. 
A button press starts ihewincUijD, and iheu 
you move ihe joyslick lo pinpoint ;i locti- 
tiuii wiihin a box Just before the pitcher 
finishes his wiiuluj). luuli j)iicher is given 
a control rating that deicrniines the accu- 
racy ol'his origiiuil ;iim. Pitchers gi'adually 
gel tired during the game, and, if hit hard 
enough, will siiddenh' lose control till to- 
gether. '['his fatigue .system is rather jjoor- 
ly designefl, and the prolDlcm is 
exacerl)aled hectuise it lakes alDoul one lull 
inning l(>r a relief pilclier lo warm up. It’s 


FLAT STATS Stormfront’s games usually have lots o' 
stats, but ESPN Baseball Tonight (right) is surprisingly 
deficient. Hardball IV (above) has more stats than in 
previous games, but their accuracy is suspect. 


HITTING AWAY 

ESPN B.ASKHAI.I. 'rONKiUl' 
allows jdayers lo joosilion 
ihemscTves ktlerally in tlie 
balter’.s box anti swing 
high, low or in the middle 
of the strike /one. The 
ball disappears too early, 
and contact is besi made 
when you start vour swing 
at the precise moment 
that it a|jpears to be loo 
late to hit the ball. When contact is made, 
the game runs tlirougli an algorithm lluil 
determines the result based on tlie 
inalchup between the pitcher and the hit- 
ter. This keeps results more on a p;ir witli 
real baseball, but lowers the ttclion value 
of the program. 

IT.MtOBAl.t. I\’, howcN'cr. does try to 
evaluate the quality of the pilcli and the 
liming oi' tlie swing. 'Phis mettns ihat 
once you gel your liming down, lots and 
lots of hits result. After just ;i cotijile ol' 
lull games, I was averaging about SO hits 
per game for my team alone. ITcdicaied 
joyslick sluggci's will fare even heller. /\s 
a pitcher, you iiad heifer throw evciy litill 
into the bottom third of the strike zone 
or \'ou will give up a lot ol home runs. 


THE COLOR MEN 

Both games excel in the audio caiegoiy. A 1 
Michaels’ voice ctills the play-hy-i)l;iy for 
IlARDBAi.i. IV. The play-ctilliiig is soinc- 
limcs choppy and occtisionall)’ lags behind 
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REPLAYS DON’T LIE The instant replay in both 
games allows glory hogs to view and review their 
finest moments. ESPN Baseball Tonight (right) gets 
a nod for allowing you some camera positioning. 


tlie play action, but full player names and 
I'calislic pla)' clcscriplions add a lot to the 
simulation. ESPN BAStB.-u.!. ToNKarr fea- 
tures play-calling Irom Dan Patrick, which 
is a little oiiL-of-setjuence and pooiiy 
Limed in many cases, hut it sounds veiy re- 
alistic. Adding player names would have 
improved the elleci. 

STATISTICALLY SPEAKING 

Realism lakes a hearty beating in the 
ITARDtui.i, dugout. I'lie g;une offers 
only a liandful of player stats, basing 
j)itching almost entirely on ERA and hit- 
ting entirely on batting average and 
home runs, I'he results are usually good 
for comedic relief Hardiuli. IV also oi- 
lers a (|uick sea.son jday feature, but you 
liavc to jump in eveiy few minutes, move 
tlie .schedule foi-ward a week, and press 
the “simulate” billion. Tiie lineups never 
very from game to game, except for a 
strict live-man pitching rotation. Backups 
gel about 50 ABs per season and New 
York Yankee third baseman Wade Boggs, 
who jjlayed 93 of his team’s 1 13 games in 
190-1, hitring .342 and winning a Gold 
Glo\’e, isn’t even listed as the Yankee 
starting third baseman. You’ve got to put 
him there yourself Ahem. 

In my first simulated season, San Diego 
(47-70 and tlie worst record in the Major 
Leagues in 1994), ran away with its divi- 
sion title and ended up defeating Toron- 
to, 4-2, ill the World Series. Five Pach'e 
i-egulai-s hit better than .330 and Tony 
Ciwynn hit .397 with 37 home runs (.394, 
12 liomers in 1994 play). San Diego’s 
j)itching was typical of league play as well, 
with slai'ters gaining a lot of the saves and 
the clo.ser, 'I'revor I-Ioflinan, pitching just 
six innings all year. Keep in mind that 
I lARDiiAl.l. I\' season disks include only 25- 


man rosters and that there 
are no injuries, fhe game 
is probably worst in the 
stolen base depai tment. 
Witness speedy jelf Conitie 
of Florida, l-lbr-3 stealing 
bases in 1994. Even 
though he’s rated a 2 out 
of 5 for speed, he man- 
aged to steal 63 bases in 


the simulation. This total was among his 
team’s leaders, hut hardly sui'pi'ising con- 
sidering Padre Luis Lopez’s 28 ivas the 
league’s lowest total atnong starting |)lay- 
ers. Okay, enough Ixishitig. M\Rl)liAi.i, I\’ 
was not meatit for serious season rejday. 
Again, it’s an aciioti game and should be 
taken as nothing but. 

ESPN B.ASi'aiAi-i- To.XKiii f lares much 
better in tlie reality department, al- 
though there is one rather glaring omis- 
sion. Box scores are available neither 
duritig nor tifier your game — an inexcus- 
able oversight. Baseball without box 
scores is like apple pie without the fruit. 
'I'he game doestfl compare stalistically to 
statistics-based standouts Pl r.sl'K ’I'lir 
Pknnant' 5.0 or Si'RAi-O-MATTt: B.ASiaiAi.i. 
5.0, but it does pro\’ide a fairly realistic- 
set of tuitnbers. Batting averages are vety 
low. as arc ER.-\.s for most pitchers. Eveti 
the pitching disasters frotn Detroit can 
inatiage a sub-4. 00 ER.\ lor a \'ear. You 
can simulate a full season in just a few 
minutes on a high-end com]niter, and 
the computer tnatiager will make a gen- 
uine attempt to assign hitters a realistic 
amount of playing time. Pitchers in the 
bullpen have specilic roles, and this may 
he the first game to oiler realistic injuiy 
durations. ESPN Ba-SEBall ToNic.ii i' in- 
cludes full rosters (up to 40 players) Irom 
all 1993 and 1994 teams. You can make 
ti'ades between teams, but you can noi 
eliminate players or edit statistics. This is 
rather unfortunate, because the data en- 
tr\' jTcople made mistakes. Pittsburgh’s 


Scott Bulleit in 1993 and Atlanta's Jose 
Oliva in 1994 feature batting averages of 
more than 2.000, and both hit about .970 
in season replays. I haven’t found any 
way to alleviate this problem short of 
trading tliem both lo San Diego. 

Neither game oilers much of an op- 
posing manager, either. Both games are 
prone lo unusual substiLution paltei-ns 
and have ii-ouble managing pitching 
staffs. ESPN Basebai.i. 
Tonic.he occasionally 
even allows a pitcher to 
re-enter a game. Again, 
Hardball W sulfers from 
a serious lack of realism. 
You can watch a hitter lay 
down a perfect sacril'ice 
bunt, only to see that your 
runner has forgotten to 
advatice to the next base. 


CAME SUMMARY 

Hardb.all IV is a remark- 
able game graphically, but it is baseball 
b)’ analogy alotie. Once yoti learn pilch- 
itig |)lacctneni, outfield play and the lim- 
ing of the pilch, you will be able lo 
control game results. 'With all the beauty 
of the graphics and the play-by-play an- 
nouncing, though, it’s easy to suspend re- 
ality and enjoy the batting practice. 

ESPN B.vserai.l Toxight is statistically 
more sound than its competition, but is 
definitely not an action game. As a result, 
the Haws and bugs in the comjjuter’s AI 
stand out much more. This game is an 
upgrtide away from making it to the big- 
leagues. 

And the quest for the ultimate baseball 
game goes on.... ^ 

ESPN BASEBALL TONIGHT 

RATING 

PROS Reasonably accurate statistics 
and easy play make this a good 
choice for the baseball novice. 

CONS Veterans will find it mediocre 
in nearly eveiy aspect. 


HARDBALL IV 

RATING 

PROS 'Eerrific look and feel, and a 
great action-game interface. 

CONS 4‘he statistics ai-e a Joke. Ap- 
pi-oach this one as a fun and easy ac- 
tion game and nothing but. 
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“I can’t shake him!” Cries your wing man!^ ^|HP 
as the MiG matches his every move. ' "*’* 

Feariessiy, you push the ThrustMaster* F-16 TQS~ 
throttle forward and your Falcon roars to the 
rescue. 

The force of acceleration slams you into the 
ejection seat as you tear through the sky. Your 
skilled fingers dance over the fully programmable 
switches as your thumb works the TQS- trackball. 


Your other hand tightens around the ThrustMaster. F-16 
FLCS". stick as you maneuver behind your enemy. 

Suddenly, the MiG falls into the funnel of your HUD. 
Squeezing the trigger, a lethal hail of cannon fire rips 
through his ship - sending him down in flames. 

Unlimited Programmability 
Unparalleled Performance 
Uncompromising Reality 


THRUSTMASTER. 

THE REALITY SPECIALISTS 

10150 SW NIMBUS AVENUE PORTLAND, OR. 97223-4337 PHONE (503)639-3200 FAX (503)620-8094 
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Open The Bomb 
Bay Doors, Hal'' 



You never saw 
Dave, the cagey 
pilot, in 2()0l, 
type coni- 
niaiicls into a 
keyboaixl to is- 
sue instructions 
to his craft. 

Spoken Avords were all tluil was iieces.saiy for Hal 
to ticknowledge and, subsec|uentl)', ignore com- 
tnands. Sinuihition bulls have long yearned for 
tile same ability in ibeii' games, but can we cxjiect 
oui' machines lo react with aii)’ greater conijili- 
ance than l-lal? 

Obi’ioush’, the keyboaixl is still the linxired 
sidekick oflbe joystick in computer simulations. 
But just because it’s favored doesn’t mean it’s 
the best clioice. We till know how diniciill and 
distriicting it can be to take your eyes of tlie 
screen during ;m intense dogligbl and try to 
llnd iha( crucial key. 

rbe altei'ualive will keep your hands ;md your 


ON THE RADAR 


Topping today’s briefing is an advisory for those of you flying near 
Mission Studios airspace. Satellite recon indicates an unusually high 
level of activity as they prepare to launch the next modern combat 
simulation, Jhfighter III. Long-range radar has identified updated mod- 
els of the F-16 Falcon, F/A-18 Hornet, and the F-22 Lightning II. The 
latest version in the Jetfighter line boasts technology distilled from the 
military, including what Mission calls ‘'true texture mapping...no more 
warping or fringing.” Military data has also been used to create Jet- 
fighter Ill's terrain, which is expected to be highly detailed. The prod- 
uct will feature smooth shading, haze and fog, transparencies (for 
see-through clouds), and a texture-mapped 3D virtual cockpit (where 
the gauges still function while the pilot scrolls the view around). 
Those volunteering to fly in these craft will be flying in a United Na- 
tions strike team against Argentina in their invasion of Chile. 

(continued on page 140) 


eyes where they should be — on (he joysticks and 
on die tailpijie of die bogey in youi' sites. Voice 
recognition isn’t as expensive and fnlurislic as it 
once was. It’s avtiilable now, at an aliiaxltible pi'ice. 

WATSON, I'VE GOT 
A MISSILE LOCK! 

ITie first product to function with ;my degix.'e of 
accuracy is Voick Co.mmandkk (i-oiii Island Imag- 
ing. 'ITiis small 'I'SR |irogr;un cost.s only .‘>22, and 
all it recjuires is a Sound Iflaster-compatible 
sound Ciird, a microphone, and at least a ;58(inX- 
83 computer. No expensive .sound cards or higii- 
(lualit)’ microphone are necesstiry. Ntilnrally, a 
microphone that will clip lo your collar so you 
can conccntnite on the joysticks heljis, but isn’t 
retjuired. .All you do is install the software, speak 
each comnumd “phrase” in the VoiCK Ck),\iM.\.\- 
UKR libraiy three times, iind you're ready to roll, 
i've spent quite a bit of lime using VoiCK (k)M- 
M.iNDER with MicroPro.se's DM'KNUER, and 

it works amazingly well. 

Voice Comm.ander comes 
with a ])reprogrammed libi'ary 
of coinniiinds; it knows wbai 
keys a simulation accepts ;md 
assigns a woixl or phrase t.o 
each function such as “chaff,” 
“flares, " oi' “ladai ." Once 
you've “trained” the software 
to recognize your voice, no 
further training is rec|iiired. 
Voice Oo.mmandek recognizes 
most, if not all, commands ac- 
cepted by the flight sims it 
supjioiis. In fact, it supports 
moi'e coiiiinands th;m would 
be I'etdistic in ;i sim; foi' in- 
stance, 1 could use “radar” to 
actii'ale the ki.E!-: r Di'.eender 
radar, but 1 clioose not lo in 
oixler to preseiTe realism. 

In order to have anv son of 
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rccogiiiiion accuracy, your .s|3ccch paiiern.s 
must be reasonably consistent. You must 
slur ])hi"ases like “engaged derensive” into 
one word during the training stage as you 
would during game play, VoiCK Comman- 
nr.R does liave some recognition problems, 
which seem to increase as the number ol' 
syllables increase. Fortunately, you can re- 
program any single command later. So, il' 
you llnd that “Return to base” is mistaken 
(dr “engaged delensive" you can repro- 
gram that j)hrase without redoing them all. 

Despite how well Voicit' Commanomr 
works, 1 imagine veiy few of you have seen 
or even heard of it. One reason is that only 
four simulations are cuirenily sitiiportecl by 
Vc)ic:k Cdm.mandkr; Fi.Kfc:t' Dri-knokr, F-lo 
Strike Lva.E III, F-1 17 STTCAt.tii FKait'ER, 



“DESIGNATE TARGET" A simple voice command 
replaces the old Keyboard hunt and peck, 
freeing pilots to focus on the task at hand. 


and 19^12: P.ACiiTC Air \V.\R. \\^ 1 y? Because, 
as peripheral companies like Tiinistnias- 
ter have learned, game publishers usually 
don’t receive keyboard replacements all 
that well. It usually means extia program- 
ming and development to provide sujiporl 
for die new device. The g;ime ])uhlishers 
don’t know if it really works ail that well, 
nor do they know just how mtiny pcoj)le 
arc really using il. ITeiice the first problem. 
Most people (game publishers and non- 
game publishers alike) usually see voice 
recognition as something coming down the 
road but not here yet, or a great idea but 
prohibitively expensive. Why spend the 
time providing supjjort Idr voice recogni- 
tion software that probably doesn’t work 
and isn’t suj)iJ()ried by gamers? 'lluis, we 
find ourselves in a chicken/egg scenario; 
Nobody buys Voice Comm.ander because 
only four products .suppon it, but only four 
products support it because nobody owns 
it. Another problem is that the software has 
limited distribution. 'I'here’s only one retail 
firm carrying Voh:e Commander at the 
moment, ;i mail order h<)u.se called Might 
Sim Central (80()-‘f77-SIMS). 

Don’t expect voice recognition technol- 
ogy to revolulioni/.e our hobby overnight. 


Voice CkiMMANOEit is not perfect — it can 
make mistakes. But for $22 plus a Sound 
B i.ASTT'.it-compaLiblc cai'd with a micro- 
phone jack and a microphone, it works 
])relty well; well enough to convince me 
that voice recognition isn’t an expensive 
novelty or the sLiiff of science fiction sto- 
ries. It's here, now. And it's something 
software developers should begin lu con- 
sider tochiy, not next ceniuiy. 

INTO THE SUNSET 

Regrettably, I'm jiassing the torch of /io- 
^py’s Bar Grill. I’ve thoroughly enjoyed 
writing this column ;ind corresjjonding 
with many of you, ItuI the lime for change 
has come to move on to other things. My 
wife and I are exploring new careers, and 1 
will he uiiiible to continue handling liiis 
column. 1 extend my thanks to all of you 
who look the lime to wile or e-mail words 
of encouragement. Check six! 

The editors would like to thank Tom [or his 
hard work oxier the last year. iVe’ve enjoyed 
hax'ing him hehind the bar and wish him luck 
in his new venture. 

But the battle mu.'it go on, and the next Jlighl 
assignment xoill go to Denny Atkin, .simulation 
fanatic, former editor at ComjTuie! magazine, 
and cmreni Associate Editor of Omul !j)ok for 
Denn\' hehind the bar ne.xt month. — Ed. ir 

RADAR (continued from page 139) 

Onto other matters. We have a mole at Mi- 
croProse who reports that they are fast at 
work on a modern day strategic simulation. 
Navy Strike, that puts you In command of an 
entire task force. Navy Strike will place 
more emphasis on managing resources and 
mission planning, requiring you to concen- 
trate on preparation as well as combat com- 
mand of the task force. Highlights include 
combating chemical warfare in the Persian 
Gulf area and a Libyan regional scenario. 
Dynamic rules of engagement will shift ac- 
cording to the current political climate. 

Now, for you race car drivers who’ve 
been flipping pencils into the ceiling, eyes 
forward and listen up! Papyrus tells us 
they’re busy porting over IndyCar Racing 
and NASCAR to both Windows and Macin- 
tosh versions. So you'd better quit polish- 
ing your pistons and get those engines 
built, because your day will soon be at 
hand! Dismissed! 
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BAO Publishing 

Presents the Complete PC Aviation Experience. 


BAO Publishing, developers of Microsoft® Flight Simulator™ presents the 
ultimate flight simulation experience with BAO's Europe 1, Las Vegas Scene/}', 
Flight Si/nulator Flight Shop and Tower, the most realistic ATC simulation available. 
Feel the tension mount (and the sweat start) as you direct heavy traffic from the tower at Chicago's 
O'Hare airport; take a chance and play the odds in Vegas as you complete a fly-by of the casinos and 
surrounding desert; proudly step back and admire your latest plane design with custom colors and graphics 
all ready for her maiden customized flight adventure or fly the Alps and discover Europe from the ait. 

All this and more is possible with BAO. File your flight plan today and start your adventure. 




Uls Scenery offers you startling, realistic, 
3D-leve! ttolail of Las Vegas and the surrounding 
desert. The scenery combines actual satellite 
images with special aerial and ground-base 
photography to faithfully recreate more than 4,000 square miles of the 
Nevada landscape. Tour scenic Lake Mead, the famous Vegas "Strip" or 
catch a stunning view of Hoover Dam, one of the man-made wonders of 
the world. You set the itinerary. 


"A sure bet for 
computer pilots 
who deiiuwd 
realistic scenery" 
—Greg Harris, 
Editor of 
Full Tlirollle 


Cluilleiiffe yoi/r skills with a fly-hy of Hoover 
Dam and other famous Las Vegas landmarks. 



Europe I includes over 100 airports with 
taxiways, moving objects, unique buildings 
and approach lights. 


Europe I kts you explore from the air tlie scenic 
countries of Germany, Austria, Switzerland and 
the Netherlands. You'll discover beautiful cities 
like Berlin, Munich, Vienna, Geneva and Amsterdam. All major roads, 
waterways, lakes, cities, tlie Alps and landmarks are realistically recreated 
including all IFRA'FR airports. Experience Europe from your own cockpit. 



An easy-to-use (windows-bused) aircraft 
factory iets you design your own piane. 


Flight Simulator Fliglil Shop puts the tools in 
your hands. You build, customize and paint 
your own planes and a flight dynamics editor 
allows you to specify the flying characteristics. 
Share your designs with other flight enthusiasts through BBS’s such as 
CompuServe®. Create your own flight plan and send it to the built-in 
Flight Service Station (FSS) and then hop in your flight simulator 
airplane for an ATC controlled flight. 



TOWEi 



You'll calmly choreograph the movement of 
incoming and outgoing air traffic high 
above Chicago's O'Hare airport. 

With Tower the responsibility is all yours! As 
a tower controller, thousands of passengers 
will rely on your ability to make split-second 
decisions. You'll handle realistic aircraft takeoffs, landings and ground 
movements through a 360 degree panable window view. Based on FAA 
and Transport Canada's professional training simulation software, 
Tower puts you in the middle of all the action. 
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See your local retailer or call: 

(217)356-0188 

for more information 
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REVIEW 


Courage 


j Relive The Youth of Air Combat 
In Origin’s WiNCS OF Cl.ORY 

by Martin E. Cirulis 


I 




W ORLD War I: a war so liReiAi, 

AND I’OIWI'LKSSI.V WrVSTI'l'UL OK 
HUMAN LIKK'niAr iHKV HOl'KD 
it would be ibe War to cud all 
wars. Unfortunately, all it 
seemed to do was set the stage for the 
even more horrific — but far more cfli- 
cient — disagreement known as WW II. 
Oddly enough, though, The (ireat War 
did not consist solely of the stench and 
death in the trenches; the conllict also 
created one other lasting impi'essioii. In 
direct contrast to that dill and despair, 
there came a legend ol' romance and 
chivalry from high above: the dashing 
lighter aces in their canvas tmd wood ma- 
chines. While the 


Wings os Glory 


reality ol' aerial 
combat in WW I 
was sometimes 
more akin to a 
deadly Punch and 
jiidy show than a 
glorious flying 
joust between no- 
ble knights, the ro- 
mantic image of 
the early fighter pi- 
lots refuses to die. 

Nowhere is the 
legend healthier 
than in the realm 
of computer flight 
sims. While charg- 
ing about at Mach 
2 dodging SAMs 

and teaching naughty third-woi'lders a 
stern lesson is always exciting, and 
pitshing your Mustang to the edge of 
the envelope while y(Hi fight to prevent 
the nightmare of a Nazi-dominated 
world is certainly morally satisfying, 
nothing stirs the blood of most sim-pi- 


VGA graphics, ^ ^"-^ariTiRrri™ 

15 MB hard drive space, 2x CD-ROM; 
supports AdLib, General MfDI, and Sound 
Blaster-compatible sound cards. 
Protection: None 

Designers: Bruce Adams, David Beyer 
Publisher: Origin Systems 
Austin, TX 


lots more than riding through the skies 
on a rickety charger of canvas and 
wood, dueling other knights for posses- 
sion of the air. 

A few years ago a hurst of WW I 
flight sims was released, and after the 
skies cleared, most gamers had picked 
their favorite and the market was pretty 
much locked down. Well, it seems that 
technology has allowed Origin to follow 
the golden I'ule: "If you can’t do any- 
ihing new, do the same old thing better 
than anybody else.” 'fheir newest 
flight-sim-wiih-a-story, Wing.s ok Oi.orv 
(WU), is centered on the golden age of 
flight when humanity, having so re- 
cently broken the 
bonds of gravity, 
decided they Just 
had to try killing 
each other with 
llieir new toys. 


(415) 571-7171 


CANVAS 
COMMANDER 

In WiNtis OK Gi.o- 
RV, the player as- 
sumes the role of 
a young Ameri- 
can flyer who has 
joined the Royal 
Air Force, before 
ihe actual in- 
volvement of 
America herself, 
in the hopes of 
finding adventure and glory while fight- 
ing the good fight. You find yourselfas- 
signed to a scjuadron stationed at a 
small airfiekl in deepest, darkest 
France. On your wing is your dashing 
and cynical tiue friend Charles Deal- 
ing, who is always ready to hclj) you out 


of a tight spot. Together with the rest of 
your st|uadron, you live a M.A.S.H.-es- 
qtie life of hijinks and horror between 
flying various missions that affect the 
course of your little part of the war. As 
you proceed, a plot of military espi- 
onage unfolds, complete with spies and 
even a captured Fokker Tri-Plane 
thrown in to mix things up a hit. All-in- 
all, your basic Origin plot. 

I’liose expecting a stoiy-line and exe- 
cution on the level of WiNG Commandkr 
III, or even Priva'KEER, will be somewhat 
disappointed. 'Idlings here are far clo.ser 
to the level of S’krike Commander. Wliile 
there are the occasional “War is hell” 
statements and some interesting personal 
ohsen'ations about the greater debacles 
of tlie war, this is still a pretty idealized 
universe and most ugly little truths are 
overlooked. 

The character graphics are basic and 
the voice-acting minimal, to the point 
that the lovely French peasant-girl who 
loiters about the field flirting and over- 
hearing mission plans sounds more Ori- 
ental than Parisian. I guess Angel from 
the Wing Commander universe was busy 
the weekend they taped the voices. 'Fhe 
only other thing that may annoy some, 
especially those of English ancestry, is 
that there seems to be some confusion 
between the portrayal of a dashing 
British Ace versus an utter git. 

But even the basic stoiy and had char- 
acterization seem to work in favor of this 
pi'oduct, giving the game the feel of a 
‘30s-era adventure movie stairing Errol 
Flynn, or perhaps Douglas Fairbanks. 
And besides, the stoiy does what it is sup- 
posed to do; it gives you a reason to go 
out again and again to fly the beautifully 
rendered skies of I. 
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Live the life of a top secret agohl^- wi^h the highlyii= classified government team 
Bureau 13 . Your raission is to in^^stigade , contact, and if necessary, exterminate 
supernatural entities. BuiL^^^^ team from co^T^ential B\^eau files, each 

character with his own uniqll^'^d special abilitiesT^he governifcht has kept 
v;idesp 5 ^_ad reports of paranormal indidents a secret fir fear of mass hysteria 
you prepared for what yoilNaiel^f 'encounter? And can*^y®iLuieal with it when 

■ Original'^music score I lyricsjL Puzzle solutionlUfet^^ependiijg upon 

characters in your p^ty ■ "Thrilling combat sequences withawari^le scss^arios 

■ Complex puzzles require clever thinking and imagination' ■ Complete multi-media 
experience full of dazzling graphics ■ Based on successful pen 
playing game by Richard Tucholka ■ PC CD-ROM & PC Floppy ■ 


do? 

V/////. 
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THE BEST 

OP THE WORST OF TIMES 

WilhoiiL a doubt, Wings of Glory is the 
best-looking and sounding WW I (light 
sim to dace. From the beautil'ully ren- 
dered cockpit views to the groan of your 
wings bending under the stress of a tight 
turn or climb, this game pulls out all the 
stops to give you the feel of how it 
was. 

Players will fly five dilfcrent light- 
ers while in the seivice of the Allies: 
the Sopwich Pup and Catnel, the 
S.E.oa, Che SPAD SXIII and even 
the classic Fokker Dr.l of Red Baron 
fame. With all reality O])tions turned 
on, each ol' these planes handles in a 
fashion distinctive enough that you have 
no doubts you have switched aircraft. 
Many will find themselves choosing a fa- 
vorite lighter based not just on speed and 
llrepnwei-, but also handling. 

'fhe graphical rendering of the planes 
around you is exquisite. Details are clear 
and acairate down to pilot’s scaives waving 
in the wind, and the paint jobs are so beau- 
tiful chat players will find themselves some- 
what bitter over the fact that this game 
does not allow them to paint their own air- 
craft. Enemy aircraft are rendered well 
enough to make you think you are looking 
through a window into a realm of diving, 
twisting model planes. And let's not even 
get into the I-Iindenberg-esqtie death 
throes of the Zeppelins you will eventually 
gun down, if you're lucky or skilled enough 
to sinvive their incredible firepower. 

All this aircraft beauty does not slow 
the game down, but it aj)pears that the 
designers had to sacrifice ground detail 
to achieve this. The land below is basical- 
ly grass or mud, with a few well rendered 
trees or buildings to break up the monot- 


ony. But hey, if we were worried about 
the ground we’d be driving a tank sim. 

And speaking of tanks, the ground war 
is not totally forgotten, and often you will 
find yourself bombing or strafing enemy 
units in support of some major historical 
offensive. Though you really can’t do 
much to prevent a bloodbath for the Al- 



a hammerhead turn have been included. 

Along with all tins chrome, more tradi- 
tional (light sim aspects are present as 
well. A good padlock-view option is t)f- 
fered with a nice twist; your view changes 
as if you were actually twisting your head 
instead of (he angle clninging instanta- 
neously. There are (he traditional “cam- 
era” views as well, and a VCR function 
that allows you to replay a flight from any 
angle to see who did what to whom, and 
you can even re-enter the simulation at 
any point. 



NPC-HQ The Wings of Glory story unfolds under this ramshackle roof. The 
characterization and voice-acting aren't steilar, but they work. 


lies, success always 
allows you to think 
things might have 
been worse. And, 
while the terrain is 
simple, enemy 
tanks and grounded 
aircraft are up to 
the graphical quali- 
ty of the air war. I 
was pleasantly sur- 
prised to discover 
(he dark rectangles 
I was diving totvards 
on a bombing run resolved themselves 
into recognizable A7V Totenkopfs. 

YOU ARE THERE... 

As in most things, pretty pictures are gi'eat, 
but the proof is usually in the details. Wings 
OF Glory doesn’t disappoint there, either. 
Small asjaects of the early flight experience 
are covered in surprising ways: for exam- 
ple, you cun actually gauge how close you 
are to disaster by listening to how loud die 
gi'oan of yiYur wings becomes under stress. 

Players will be 

amazed that early 
aces managed to hit 
anything at all with a 
single Vickers ma- 
chine gun plugging 
sl(«\'l)' awa)' — not to 
mention the con- 
stant jams, usually 
just as yoLi are about 
to administer the 
cou]) de grace to a 
noble opponent. 
Even such obscure 
things as falling 
through the smoke 
from )'our owii dam- 
aged engine during 



AIRCRAFTSMANSHIP Wing’s aeroplanes are stunning in all their color and 
detail. You've never flown, fought and died in such style. 


As a sign that Origin wanted WiNC.s of 
Glory to be more of a real lliglu-siin ilian 
a flying action g;ime, (bey also included a 
veiy basic mission builder tliat allows jflay- 
er to just fly I'or the heck of it, aptirl (i'om 
tlie sioiy hardwired into the game. Wliile 
this is not an especially jutwerful uiility. 
you can still choose one of the four allied 
planes or the Eokker and lly a ground-at- 
tack or doglighling mission against ran- 
dom targets. You also have the choice oi' 
pla)'ing in what has become the standard 
training j)rogram ol' Origin flight games, 
the Cianntlet mode. 'Ehis lets you lly 
against ever increasing numbers of enemy 
aircTafi that attack in waves of progressive- 
ly belter fighter craft. 

Of course, this is not to say that hai'd- 
core sim-jocks will be completely happy in 
this world. While realism has an important 
place in this game, with many nice touches 
like aircraft cenlcr-of-graviiy and fu'es 
caused by excessive engine-pulsing, ihei'e 
has been a definite decision made with re- 
gard to playability vs. realism. Origin 
chose to edit out some aspects of the real 
world that might make gameplay too diffi- 
cult or tedious to the average gamer. 
WTile aircraft will stall, it is never fatal un- 
less you are veiy low or your aircraft has 
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APACHE-GUNSHIP 

Armed and Dangerous 




1984... 

“Wild Bill” Stealey and 
MicroProse" introduce 
Gunship” — the first 
attack helicopter 
simulation. 


1989... 

Gunship 2000^ 
arrives, 

incorporating the 
hottest technologies 
and graphics. 


• Hot new 3-D visual technology 

• Combat helicopter simulation for 
the serious sim fan and the first 
time helicopter gunner in arcade 
free-for-all level 

• Outstanding high resolution low 
level terrain graphics with highly 
variable explosion graphics 


Now... 

Technology march- 
es on. A new gen- 
eration must lead 
the way. Who bet- 
ter to once again 
push the gaming 
envelope than the 
man who's been 
doing it all along? 
“Wild Bill’’ and 
Interactive Magic. 

PC CD-ROM 


• Great fun 


"(Apache-Gunshipj is going to push all directions in serious combat air simulation to the limit, 
to produce a system even the most jaded veteran gamers are likely to drool over. " 

Strategy Plus 


D 

DjfjGdkOi^Sn 


For more information call 1-919-461-0722 



INTERACTIVE 

MAGIC 


INTERACTIVE MAGIC 
RO. Box 13491 
Research Triangle Park, NC 27709 
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suffered serious damage lo its conlrol sur- 
faces. Also, planes famous for deadly snap- 
spins are \'eiy \vell-behaved here. 

'Fhe only simplification that I fell took 
away from tlie simulation was in tlie dam- 
age model for aircraft, especially for your 
own. Damage seems lo be taken in “hit- 
point” increments; once absorbed, it has 
an effect, but there doesn’t seem to be 
much of a dynamic aspect to the |)rocess. 


Damaged en- 
gines do not 
get worse or 
catch fire, and 
although dam- 
aged fuel lines 
will eventual 
force you to 
make an emer- 
gency landing, 
oil leaks have 
never really af- 
fected my lligliL 
time. Even 
more unrealis- 
tic is the way a 
pilot is wound- 
ed. The screen 
goes red for a 
second or two, and that’s tlie end of it. 
Heck, nobody even comes out to hand 
you a Band-Aid after the mission. 

PACING THE DAWN PATROL 

'I'hese and other decisions, especially the 
ones pertaining to flight-models, will un- 
doubtedly cause iiuiny purists in the 
(light-sim world lo label Wings of Glory 
lluir and turn grumpily back lo their 


copies of Red Ba\ron. And if unending 
realism even to the point of tedium is im- 
portant to you, then perhaps you should 
avoid this newest offering from the Great 
Air War. Others may find the story-line a 
little cliched, and ciy “Same old, same 
old” — and they may be right. 

But if you long for the “feel” of the 
planes, and images of the days when pilots 
were Ivnights and you llew' with the wind 
blasting in your face and bullets tearing 
through stretched canvas all around you, 
then this game is definitely for you. The 
sounds are here, the sights aie here, and 
so is the tension. ITere is enough realism 
to lend the world an authentic tone, but 
the accent is on the experience and the 
excitement, make no mistake about it. 


THE EDITORS SPEAK I 


WINGS OF GLORY 

RATING 

PROS Best-looking, -sounding, and 
-playing gtime on the topic. 

CONS Slight shortcuts on realism 
and hackneyed story may annoy 
some. 



For a FREE CATALOGUE CALL 
1 • 800 • 8-THUNDER 


Thunder 


ThunderSeat Technologies 

6330 Arizona Circle • Los Angeles, CA 90045 
310 • 410-0022 FAX: 310 • 410-1569 


'7 could actually FEEL the 
punch of the afterburner!” 

Ed Dille, ELECTRONIC GAMES 


HOW IT WORKS 

A 1 00 watt subwoofer built into the base generates 
low frequency sound that resonates through the 
wave chamber hidden inside the chair. Thus you not 
only hear but FEEL your simulation. Paired with your 
amplifier, the ThunderSeat makes your favorite flight 
Sim as realistic as it can be without a motion 
simulator! 


OPTIONAL SIDE CONSOLES 

put your favorite joystick controls and mouse at a 
convenient position. Add a keyboard holder and you 
have the perfect setup for both flight simulation 
and office work. 


Shake Rattle and Roll 
for as little as S1S9,9S! 


“A DOUBLE MUST-HAVE. 

Anyone who plays computer 
games will want this 
AMAZING CHAIR!” 

Marc Splwak 
POPULAR ELECTRONICS 
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On CD-ROM snd 3.5- 
disks form PC & 
Compslibles. 


• — ^ Distributed by 

GT Interactive Software 


Developed and published by Manic Media 
Proditcllons Ltd. In association with Williams 
Entertainment Inc. SuperKarts: TM and @1995 
Manic Media Productions Ltd. All riphls 
reserved. Distributed by and @1995 GT Inter- 
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To make It more 
realistic, we'd 
have to kick 
dust in your i 

iacei M 


With its advanced tech- 
nology and powerful 
features, SUPERKARTS 
already makes all other 
racing games eat Its dust: 
m REVOLUTIONARY BIM 
ENGINE so high-tech, It 
generates fully-textured 
3D graphics in real time 
— even on a 386 PCI 


■ SmOTH-AS-SILK 
ANIMATION that can go 
as high as 60 frames a 
second — rivaling the 
hottest cotn-op hits! 
m 16 HEART-STOPPING 
TRACKS in different cities 
around the world. Each 
track features hidden 
shortcuts, power-ups, 
jumps, pitlanes, oil slicks 
— and its own awesome 
music soundtrack*! 


m MULTIPLE CAMERA 
PERSPECTIVES. 

Watch the action from 
practicaiiy any viewpoint 
by simply changing 
camera angles, 
m FOR UP TO 
8 PLAYERS ON LAN! 

You can play solo against 
inteiligent computer- 
controlled drivers. Or 
against a friend using the 
simultaneous 2-player 
split screen. Best of all, 

net on an IPX-nrntnnr>l 


LAN for the ultimate race 
— with up to 8 players at 
the same time*! 

Visit your local software 
dealer today, or call 
1-800-346-2300. 


*T.n UPtrfzinn nnh/ 




STRATEGY 



T AKl'lN SClENAklO HV SCENARIO, ACES 
OE ■|'11K DEEI’ is a CREAT' U-BOAT 
SIMUIAITON. liU’l' WHEN YOU STTING 
ilie U-boal scenarios into an entire 
career, tlien you truly get to expe- 
rience vvliat separates Aces oe the Deep 
frotn its conteniporaries. An ACES career 
accurately depicts the rise and fall of the 
U-hoalwa(len in WWIl with an attention 
to historical detail that borders on the ob- 
sessive. Once you’ve started in the U-boat 
he\'day, stealing candy IVom the naive Al- 
lied navy, and then felt the hea ^7 liand of 
Allied anti-submarine tactics slowly press 
upon \’ou, you cannot help but walk away 
with a betiei' understanding of the war as 
fought on and under the Atlantic. 

The career, once begun, will start the 
l)layer in a small, Type IID U-boat based 
in Bremen in 19;19. This is the first of the 
eighl time periods depicted. As you move 
through these time periods, you’ll see the 
development ol' the convoy system, anti- 
submarine warfare fASVV) tactics, and the 
I effects ol'the U.S. eniiy into the war. It is 
I important to monitor time periods, as it 
' will eitabie you to understand what is go- 
ing on in the war and, more importantly, 
what to expect at sea. 

Once the decision to start a patrol is 
made, the coordinates for the patrol area 
are given. But before leaving that screen, 


il is critically impoiTani (o take the lime 
to select the level ol' realism. 'I'he level ol 
realism is basically a level of diniculiy se- 
lection. If I could only impart one piece 
of advice, it tvould be to start easy. Oa- 
reers arc veiy long, and there is ample 
lime to make the game more and more 
realistic. The lirsl patrols should be con- 
sidered a shakedown cruise. Learn the in- 
terface and the cajiahilities ol the U-boal 
without the added pressure ol high levels 
of diHicLilty and the game will be much 
more enjo)’able. Besides, the next career 
can be played from start to finish at the 
highest level of realism, which is as dose 
to actually being there as possible without 
a commission in ihe Kriegsmarine. 

Tile realism options alfect difficulty in 
two ways: mtiking the enemy more capa- 
ble and making the U-boal less automat- 
ed. I would suggest that you increase the 
two |)ro|iorli()iially. Having the enemy at 
expert level, but the boat at the absolute 
lowest level of realism, or vice-versa, will 
yield a skewed game. A balanced ap- 
proach is the most effective way of en- 
liancing the leaiTiing process and getting 
on the right side of the learning cuitc. 

Spend the first patrol learning hoiv to 
dive the botit and ojiei'ate the interface. .-\s 
confidence builds, put more and more of 
the realism options into play, fd recom- 


mended limited fuel, balleiy, anti lorjie- 
does as the lii'sl options you cx|ilore. as it's 
imporUint to learn how to ration these as- 
sets early in the ctireei'. Dud torpedoes 
add a level of realistic frustration, as a jier- 
fect attack can be ihwarted by it weapon 
that will nol perform as tidN’enised. 

GETTING THE PICTURE 

.As the float leaves the slip, it's lime to 
Stan thinking about the Big I’icture. The 
Big Picture is a tei'in 1 use to describe the 
mental framework you must be in to suc- 
ceed as a U-boal skijiper. The I5ig Pictui-e 
encompasses knowledge of the platform, 
the enemy, and strategy. Knowledge of 
the plalform includes knowing the max 
speed, balteiA' and fuel perfonnance, 
crash dive lag time, and other character- 
istics of the boat. Knowledge of the ene- 
my would include its ASW advancements 
and capabilities, :md as much about their 
attack methods as possible. .Strategic 
knowledge ivould iiu'liide knowing the 
basic tenets of submarine warfare, like 
the tactics of convoy attacks, how to set 
up and use the stern lubes, and sinviving 
a depth charge attack. 

But more imjioiTant to the Big Picture 
is knowing what is going on all the time. 
There is nothing moi'e li'usiraling than 
setting up ;t great second attack on a 
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lar^re convoy, only to discover that the 
torpedoes from deck storage were never 
loaded, 'fherc is nothing more danger- 
ous than ignoring the damage control re- 
ports during a sustained depth charge 
attack. Ignoring radio reports of convoy 
inovemetits from other U-boats creates 
missed opportunities. The Big Picture 
means iteting like, and thinking like, a U- 
boal captain. 

A good example of the importance of 
the Big Picttire is knowledge of the depth 
under keel — the distance from the U- 
boafs keel to the mud on the bottom of 
the ocean. 'I'here are times when the 
depth of seawater is less than 150 meters, 
which means that any crash dive will land 
the U-boat on the bottom of the sea, 
stuck in the mud. ('lliere are times when 
sitting on the bottom of the sea is a good 
idea, btil while diving to do so, make sure 
ihtil the U-boat, has no forward motion). 

LAST ONE TO SPOT 
THE ENEMY OIES 

.\s the boat exits the harbor, it is time Uj 
plot a course to a patrol area. Plotting a 
course is done by setting up waypoints. 
Karl)’ in the career, all the patrol ttretis 
will be centered around England. Simply 
plot the easiest, fastest way to the patrol 
area. The trick to transiting is not in plot- 
ting the course: the trick is simply to kee[) 
a close wtitch as the transit is taking place. 

Keeping a cltise watch while transiting 
is the key to iinding easy, unescorted tar- 
gets, as well as the key to seeing aircraft 
and escorts first. In the submarine ser- 
vice, the saying is, “He who is found first, 
dies fti'sl.” Remember that stealth has al- 
ways been the stibmarine’s primary ad- 
\anlage. Once that advantage is given 
awa\', [he tables will completely turn. 


'fhe best vantage 
point from which 
to oversee a transit 
not from the 
bridge, as some 
rookies assitme, 
but the “geo jilol.” 
'fhe geo ])lot is my 
name for the over- 
head screen with 
the red ring that 
denotes visibility 
range. Aircraft and 
shijjs will appear 
on the geo jdot 
long before ihev 
are sighted by the 
lookotits. 

'fransiling is itstially done in high time 
compression {unless you've got a lot of 
time to kill), and I achise that when tran- 
siting the following titles be followed, 
first aticl foremost, never leave the geo 
plot while in high lime compression. In- 
stead, go to IX time compression tind do 
what needs to be done, then return to the 
geo plot and crank tip the comjjression 
again, 'fhroughout the jratrol, radio re- 
ports of convoy sightings tvill be coming 
in. 1 recommend that the patrol area and 


the surrotmding areas be memorized oi' 
wrillen down, 'fhat Avay, there is no need 
lo come out of the geo plot to find oiil if 
the reported convoy is in range. Another 
method is to use the fine chart that is 
sui^plied with the game. Simply spread 
the chart out. put a dime where ihe pa- 
trol area is, and look to see if the spotted 
convoy is within reach. Meanwhile, always 
listen to the radio reports. \\'hene\'ei' 1 
am transiting, I keep an e\'e on ihe geo 
plot, with mv linger on the <Enter> kev. 


Hitting the <F.nrer> key takes the boat 
immediately to IX time compression. 
Whenever a plane or a ship is spotted on 
the geo |)lot, simply hit <Enter> and buy 
.some lime to think. 

Once the patrol area is reached, there 
is no need to advise headcjuartcrs. Simply 
patrol in a pattern of your choosing with- 
in the patrol area. Should boredom set 
in, new orders can be requested, but ai'e 
not necessary. At any time, at the cap- 
tain’s discretion, the patrol area can be 
left. Karh’ in the war, I thoroughly recom- 
mend that the lledgling submariner lake 
to the west coast of England, particularh' 
the area from the southwest corner of 
England to the end of the channel be- 
tween England and Ireland to the north. 
Uonvoys galore arrive and depart from 
this tirea, making for a botintifiil tonnage 
harvest. After 1941, avoid this area like 
ihe plague, as the deptli is confining and 
the AS^V assets are plentiful and deadly. 

FORGET CHIVALRY, 

THIS IS WAR! 

Willi any luck, the patrol area will yield 
some unescorted merchants, and hope- 
fiilli’ a convoy ivill wander through, d'he 
patrol areas are assigned based on actual 
shipping lanes, and 
I recommend that 
patrol areas not be 
abandoned prema- 
tiireh’. This is espe- 
cially true later in 
the career, when 
mid-Atlantic jnitrol 
areas are not un- 
common. 

'I'here is one 
common mistake 
that is made when 
a coiiN'oy is encoun- 
tered and attacked. 
Having spoken to a 
number of new 
Aces players, I have 
found that they all 
want to sink the escorts. Neiu.' Ze denial of 
shipjniig lo ze enemy is der primaiy mission! 
Nothing else should be considered. Keep 
chivalry in the closet with your other out- 
moded ideas and feel no shame in sink- 
ing unarmed merchants. Besides, ilie 
game awards no tonnage or extra credit 
for sinking escorts, and tonnage is the 
ke\' to a successful career. 

Should you decide to attack a convoy, 
anti the escorts have closed and I'orced 
I’otir U-boat into submerged evasion, 
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there are sonic key tilings to remember. 
First of all, watch the geo plot. At tlie 
easy levels ofreali.sm, the escorts will be 
visible, as will their sonar pulses. Watch 
the red lines that spread out like wheel 
spokes; these denote hetiring to a ping- 
ing escort. At high levels of realism, the 
red lines are all that appear. Now wtitch 
how tile escorts attack. 

Having located the U-hoat with active 
sonar, the escort will close on the target. 
As the escort closes, hut before the depth 
charges are dropped, the pinging of the 
radar will suddenly slop. At this time, 
turn 90 degrees oil' the base course in ei- 
ther direction. 'Fhe dee|iei- yon are, the 
more lime the depth charges will I'eqiiire 
before going oil', and the more lime to 
clear the area. 

While playing at high levels of real- 
ism, wait until the red spokes suddenly 
seem to change direction 180 degrees. 
This means a direct jiass over the sub. 
The end of the pinging, along with the 
change of direction of the red spokes 
signifies the time to make a fast move. 
An increase of speed can be used to get 
clear, but remember to limit the time ol 
the burst. 

Wdienever possible, maintain heading 
pointing directly at, or away from, an es- 
cort (red spokes). Should one escort be 
moving more than others, it is closest to 
I’our boat. Pointing 
the boat at the es- 
cort limits the avail- 
able cross section 
that the soiuir i)ing 
has to return on. 

Should more than 
one escort be close 
aboard, simply 
keep moving, 
changing direction 
and depth. When 
enemy sonar is no 
longer getting a re- 
turn, get away from 
the area. The speed 
available will seem 
dead slow, but si- 
lence is golden and 

stealth is the only defense. Oetting brave 
and coming to periscope depth to fight 
back tvili result in the untimely demise of 
the U-boat, esjjecially in high realism. 
Don’t get ill the haliil at low realism. 


them from othei' sailors: their damage 
control ability. When a submariner is 
awarded his dolphins, this signifies a 
comprehensive knowledge of the whole 



A GOOD DAY TO DIVE Planes like this Sunderland are very dangerous and 
difficult to shoot down. Once you're spotted, it's best just to dive for cover. 


boat and the systems that comprise the 
boat. A machinist mate is going to know 
the Trim and Drain system as imimaiely 
as his own genitalia, but a sonarman with 
dolphins will, in additiim to his own spe- 
cial knowledge, be able to draw the Trim 
and Drain system from memor)’, and 
show which valves are where. Why this 
level of “cross training”? A submarine is a 
veiy small place, and flooding can hap- 
pen in a real huriy, sending yon to a wa- 



DAMACE 

'fhere’s one thing that submariners are 
especially good at, and that sejjarates 


SPOKE TOO SOON The "spoke” of the red circle indicates a sonar "ping” in 
the spoke’s direction. As the escort nears, and when the pinging stops, it’s 
time for evasive maneuvers. 


tery grave even faster. Should the 
sonarman discover Hooding, there isn’t 
enough time to run and lind a machinist 
mate or look up the system in a l)ook. 
The sonarman must isolate the flooding 
and do whatever is necessary to keep 
himself and his companions from dying. 

To the detriment of man)’ AtiluS careers, 
damage control is the most neglected and 


misuiidcrsLood portion of the game. 
Should damage occur on the boat, it is 
critical that you immediately evaluate the 
damage and react accordingly. Tliere is no 
damage greater, or 
of more concern, 
than water in the 
“people lank.” Any 
water that is not 
where it is supposed 
to be should be of 
more concern than 
any other casualty. 
The second most 
significant casually 
is clilorine gas, 
which is caused by 
the seawater getting 
in the batteiy well 
and mixing with tlie 
lead-acid cells, but 
this is ultimately be- 
cause water is in the people lank. 

Should damage occur during a depth 
cliarge attack, the watch officer will in- 
Ibrni you. The damage control screen will 
show where the damage has occurred 
and lielj) you evaluate its severity. Should 
the damage occur to one of the non-es- 
sential systems such as the radio, count 
yourself lucky. Should the damage occur 
to the torpedo launching equipment, the 
patrol will he sliortened, but not your ca- 
reer. Should the damage occur to one of 
the systems that keeps water out of the 
people lank, find out if the damage is mi- 
nor, motlerale, or critical, and the time 
needed liir I'epairs. 

'flic speed at which water leaks into the 
boat is directly proportional to the boat’s 
depth. Whenever water is leaking, slay 
out of the red zone of the depth gauge. 
At that great of depth the bilge pumps 
will not work against the water pressure, 
and some leakage in a U-boat is in- 
evitable, Once in the yellow range, keep a 
close eye on the depth. If the depth starts 
to decrease due to no action on your part, 
immediately move up to the green range, 
■fhesc actions will slow the leaking of wa- 
ter and buy some much-needed time. 

'fhe speed ol' the boat is another im- 
poi'iaiu factor in an emergency. The 
planes, which help maintain control, are 
more elTective the faster the boat is trav- 
eling. Should the boat he traveling at 2 
knots, the planes are going to have a 
minimal elfect. Should that speed be in- 
ci'cased to 7 knots, the planes ^vill have 
much moi'e ellect. But the problems that 
resiill from increased sjjced should ren- 
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cler acceleration a last resort to stay alive. 
As speed is increased, your sonar effec- 
tiveness goes out the window, leaving the 
boat relatively deaf. An increase in speed 
also means an increase in noise, and sub- 
marine rule number two clearly states 


Should the damage be controlled and 
you survive the depth charge attack, 
wait until all systems are back on line 
before attacking the convoy again. 


Should the planes or the torpedo 
launching equipment (tube doors and 
torpedo tubes) be damaged, I advise 
heading for port and calling in a patrol. 
As much as I hate returning to port with 
unexpended ordnance, I hate losing a 
U-boat more. 

UPWARD 
MOBILITY 

As the career pro- 
gresses, awards 
and promotions 
will l3e offered. 
The awards and 
promotions are 
based on four cri- 
teria: tonnage, 
tonnage, tonnage 
and realism. The 
more tonnage 
sunk and the high- 
er the realism, the 
faster the promo- 
tions and awards 
will arrive. You will 
also gain the ability to skipper newer 
classes of boats. These new boats will 
have inexperienced crews, but they will 
be more capable. One big advantage in 


accepting a new command is the oppor- 
tunity to have a home port in France, 
which means that transiting the English 
Clhannel can be avoided. These French 
ports also make transiting to any patrol 
area in the Atlantic (and eventually the 
Oaribbean) much easier, and less time- 
and fuel-consuming. 

At some point in the career, a staff job 
will be offered. This means that your ca- 
reer has ended, and it will be placed in 
the record books as it stands, 'lliere is no 
penalty for turning down a new boat or a 
staff Job, although I recommend that any 
new class boat be accepted. 

'file career emulation in Aces of 'I'HE 
Deep is fascinating, addicting, and edu- 
cational. You’ll Hnd yourself jumping 
when an escort makes sonar contact, 
and cursing the Allies for putting dings 
in your boat. You’ll find yourself elated 
as a convoy is successfully penetrated, 
and relieved that a patrol has come to 
an end. As your abilities increase and 
you take on higher levels of realism, 
you’ll leel a profound sense of accom- 
plishment — not because of your hand- 
eye dexterity, or because the secrets of 
the game have been found, but because 
now you possess the Big Picture. 


that "Noise is bad!” 



SHE CAN’T TAKE ANY MORE! After tangling with several escorts, this boat is 
in rough shape. Only the most skilled and lucky captain could nurse her 
back to port. 
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W ue-Added 
Gaming Options 


LlKl'l MOST liABY BOOMERS WHO 
ARE SWELLING THE RANKS OE 

wHA'r I CALL “The Greying 
Guai'd,” I remember fondly my 
college days when I had less 
flab and more time to jslay 
games. In those days, there was 
time to play eveiy game — both 
turkeys and triumphs — and sa- 
vor the experience of each. 

As family and work responsibilities have taken 
theii' lol! in hours, I’ve been forced to be a little 
more selective. The shotgun approach of my col- 
lege days has been replaced witli a high-powered 
rifle with a laser site which allows me to pick off 
the best gaming values for ihe time and money 
invested. 

This selectivity has extended to other enter- 
tainment forms as well. I rarely go to the movies 


anymore, and when 1 do it’s a mati- 
nee. Of course, it’s the cost that 
keeps me away. Two people plus 
movie mtinchies prices the cine- 
matic experience at a minimum of 
.t?20, which works out to .$10 per 
hour. A movie has to be pretty 
compelling in order for me to drop 
that kind of dough. 

Instead of renting home videos, 

I buy them. I’m a bargain bin shopper and 
won’t purchase many videos that are more than 
$20. On average, I drop about $13 on each. 
However, because I’ll watch a movie several 
times {at least five, unless it’s something I 
bought on impulse and is a real stinker), the 
cost works out to about $2.60 j)er hour of enter- 
tainment, I can live with that. 

How do games stack up on the basis of dollars 
per hour of entertainment? Naturally, it depends 
on the game, but when it comes to the cream of 
the crop, gaming can be a 
cheap form of thrills. 1 like to 
see computer games tiiat net 
out at under $1 per hour of 
play. In other words, when 1 
shell out $54 for a game. I’m 
looking for two to three weeks 
of fairly intense game play. 
I’m sure we’ve all played com- 
puter games that have 
reached this lofty goal. (And, 
fortunately for us war and 
stiategy gamers, there is gen- 
erally a lot more replay value 
in these games than in most 
adventure and role-playing 
games which, once “solved,” 
become permanent shelfware.) 

PASS ON THAT 

My frugality aside, what in- 
spired this reflection on gam- 


G-2 


First, congratulations are in order to SSI. Their Panzer 
Gener-AL game has reached the pinnacle of your combined opin- 
ions and reached the lofty plateau of # 1 on our Top 1 00 list. Yes, 
a wargame beat out titles like X-COM and Wing Commander III. 
For the record, there hasn’t been a wargame at the top of our 
reader’s poll since SSI’s GE'm'SBURG (now retired to CGPVs Hall 
of Fame) hit #1 in December of 1987. 

^ Expansions and upgrades keep on coming. Besides Bliz- 
zard’s {800-953-SNOW) recent release of a fairly comprehensive 
editor for their Warcraio': OKt:s & Humans, Impressions (617- 
225-0848) has also released the modem patch for their D-Day: 
The Beginning of'I'he End game. Of course, Baitleset 2: West- 
pack for Harpoon II has been out for a while, providing 15 new 
scenarios, but what you might not know is that Novastar (916- 
624-7113) has released four scenario disks for Wargame Con- 
struction Set II: Tanks! When combined with the new, 

(conlinued on page 140) 



THERE’S MORE 
MILEAGE IN SOME 
GAMES THAN JUST 
ONE TRIP AROUND 
THE BLOCK 


by Alan Emrich 
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iiig values was a comment I read on- 
line. One veteran wargamer had (huilly 
sucked the marrow out of ihe bones of 
SSI’s Panzer CiKNERAi. and announced 
that he was putting it up on the shell'. 
He had mastered the game and was 
ready for his next wargaming chal- 
lenge, whatever it may be. 

What concerns me is dial games with 
the higii caliber play value of Panzer 
General (or SimCeit, or C'.ivii.izai ion, 
or Empire Deluxe, or you-name-it) are 
piling up on our slielves. I feel that rel- 
egating these retirctl champions of 
gaming value to the status of shelfware 
is not the smartest thing we can do. 

With the boom in personal computer 

G2 (continued Jrom page 139) 


unofficial upgrade for Tanks! that is out 
on the networks (see below), we’re talk- 
ing about a game highly worthy of a 
fresh look. 

^ Speaking of that Tanks! iinofficial 
upgrade, it was released by designer 
Norm Roger and dubbed version 1.25. 
It adds unit retreat and panic fire, hid- 
den AT guns, variable weather during 
play, reduced effectiveness of air and 
artillei 7 under certain circumstances, 
and more morale checks. The "feel” of 
tactical combat has been greatly im- 
proved, allowing things to occasionally 
get out of your control and better sim- 
ulate some of the chaos on a battle- 
field. We salute you. Norm, for the 
great product support and loyalty to 
your fans. 

^ Not to be outdone, the version 1.2 
of HPS Simulations’ Tigers on ihe 
Prowl is also looking good. It includes 
an all-in-one unit orders menu, has in- 
creased the range for units’ combat 
moves, added a misfire/dud rate and a 
training rate for each force, and tons of 
other stuff (such as driving tanks in re- 
verse!). Like Norm Roger and Gary 
Grigsby, Scott Hamilton Just loves to 
tinker and improve his games. 

^ In addition to TiGERS ON THE 
Prowl version 1.2, HPS Simulations 
(408-241-6886) is working on a self- 
published strategy guide written by the 
same Greg Smith who did our 'LOP 
strategy article in tlie November 1994 
issue. It will probably include a disk 
with either more scenarios or a new 
campaign. This should be released 
concurrently with their W'est Front ver- 


sales, you probably have a friend or 
family member who has recently ac- 
ciuired a new compuiei'. Sure, you may 
have recommended a game or two, but 
they’ll stick to j)layiiig the solitaire 
game that came with W^indows unless 
you become a more pro-active reciaiiter. 

What I suggest is that you give them 
some ol' these high-value games. You 
own them; they’re yours to give. 
Rather than letting them collect dust 
awaiting youi' iii'ge to reinsiall them, 
pass them on to a new computer user 
who would probably never pick up a 
war Ol' sti'ategy game ;md could stand 
the great gtnning experience these ex- 
ceptiomil |n'oduct,s oITer. If the people 

sion ofTiGER,s, entitled Panthers in 
riiE Shadows. 

< The Rose is olf the bloom at Aval- 
on Hill. Jim Rose, that is. Pie’s been 
their computer game guru, assembling 
(he line-up of ciuality computer games 
that The Hill has been releasing of late, 
[im will be starting his own computer 
game company and hopes to release a 
^vargame on the Ihittle of Rharkov at 
the Platoon/Gomptiny level later this 
year. Good luck, Jim! 

^ Although we’re all still awaiting 
CoMruTER riiiRi) Reich from Avalon 
Hill, we’ve got some information on its 
boardgame sequel, Ri.sing Sun. 'Phis 
Pacific Third Reic:h board game should 
be out in the summer of this year. II 
and when it will be converted to com- 
puler play, no one is saying. 

•T While many ai e tired of hearing 
about the Avildly successful collectable 
card game Magic: The Ga'iiierini;, 
now historical gamers have something 
to crow about. A collectable American 
Civil War trading card game called Dix- 
ie has proven to be veiy popular. I'he 
first set covers the battle of First Manas- 
sas, and we’ve been having fun with it 
here at the CGW offices after hotii's. For 
more information, contact Columbia 
Games, Inc. at (800) 636-8631 from 
the US or Canada. 

Even as the 2.0 version of 'fllE 
Road erom Sumter 'ro Api'omateox is 
finding its'way to wargamers’ hard 
drives, designer Frank Hunter is work- 
ing on both The Road erom Marengo 
■ro Waterloo and Between Wind and 
Sea: The Ac;e of Sail. Frank is hoping 
to link these two Napoleonic titles into 
as grand a gaming experience as we 


you give them to are anything like u.s, 
they’ll iDCCome regular strategy 
gamers, and our modem and e-mail 
opponents ol tomorrow. 

I l)elieve (hat would be a good 
ihing, and (he value of a good thing 
is to have done it. Having a common 
interest in war and strategy gaming 
has helped me make a lot ol' great 
friends. Ours is a satisfying, lifelong, 
educational hobby. The least we can 
do is pass along some of the toys that 
we're no longer playing so that others 
can discover the fun we’re having. 
You never know, that buddy or cousin 
ol' yours could be the next digital 
Desert Fox. ^ 

Old Guard can imagine. 

^ Australia’s SSG hasn’t forgotten 
their classic Re,u:h FOR ’(‘HE Stars. They 
still plan to do “a bigger, better space 
game sooner or later,” according to 
SSG’s (iregor Whiley. In the meantime, 
SSG will l elease The Last Bi.itzkriec; 
in the second (|uarter of this year. 

^ Those awaiting U-Boat 2 from 
Deadly Games will have to keep wait- 
ing. While the software is coming 
along, it’s coming along in fits and 
starts. This Macintosh wargame/simula- 
tion will cover Operation Drumbeat, 
the German campaign against the US 
East Coast after American entry into 
W.W'.Il. 

^ Our ace spy, 'Fhe Body Bag Guy, 
has been going through the waste bas- 
kets at Norm Roger’s office. Roger’s 
scribbled notes suggest that his next 
offering may well be Wargame Con- 
struction Rit III: Rh'I.f:s, a tactical 
Napoleonic game featuring swords 
and nitisketiy instead of tanks and air- 
planes. 

^ The Bag Guy has also jacked into 
Jim Dunnigan’s memoiy chip. Dunni- 
gan’s latest mtilti-player on-line game 
on the Roman Republic is being 
shopped around the many on-line ser- 
vices. Interestingly, the new Microsoft 
“Marvel” network is singing the .sweetest 
song among them. 

Finally, the Body Bag Guy look a 
much needed vacation to Tahiti. He un- 
covered the fact that the 3W boardgames 
Tahiti and Barbarian.s are being ofiered 
for conversion into an electronic forrnat. 
The interested parties include some 
computer game companies that are not 
known foi'wargames. 
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Cast a spell on your PC 



Coming soon. 


.^N^DPROSE 

1-800-879-PLAY. For IBM^'-PC & Compatibles on CD-ROM. 

MicroProse SoFlware is the official licensee of Magic; The Gotheringl^ 
Magic; The Gathering is a trademark of Wizards of the Coast,® Inc. 
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All s Quiet On 
Tomorrow s Front 

Impressions’ FRONT LINES Delivers Futuristic Warfare — 
Not With A Bang, But A Whimper 

by Patrick C. Miller 


I N riir Ol’ENING ANIMATION OK IMPRES- 
SIONS’ Front Lines, a squat tank 
SQUARt:S OI-'K against an agile hover 
tank on a baLllefield 50 years into the 
tiiliire. 'the veliicles blaze away at 
each other troni point-blank range using 
various wonder tveapons of the 21st cen- 
lui'y, most of which appear to rival the 
^\'orld War II bazooka tor elVectiveness. 
Fiualh’, as the scene drags to a conclusion, 
the hover tank fires a laser-like red beam 
that does to the tank ^vhat you you’d ex- 
pect a microwave oven set on high would 
do to a pumpkin after a few minutes. 

^’eteran gamers kiuAv that any resem- 
blance between a game's obligatoiy ani- 
mated sequence and its gameplay is 
usually coincidental, but Front Lines is 
nearly the exception. Unfortunately, no 
vehicle in the 
game sports a 
death ray capable 
of barijeciiing 
tanks — a regret- 
table oversight, 
because this 
means you and 
your enemies are 
stuck with the 
high-tech equiva- 
lent of bazookas 
to fight each oth- 
er's futuristic 
tanks. As a result, 
with maximum 
realism in efl'ect. 
the action in 
Front Lines 
tends toward 
close-range 
slugfesis that ai'e about as lethal and as 
interesting as the days \vhen cavemen 
threw rocks at each other. 


In fairness, the game does include a 
“one shot, one kill” option that makes 
combat considerably cjuicker and more 
deadly, or you can use the game’s sce- 
nario builder to create battles more to 
your liking. However, while playing with 
more lethal weaponry provides faster 
paced action, it also sen'es to highlight 
the lackluster performance of Fron t 
Lines’ artificial intelligence (AI). The 
computer player generally makes feeble, 
piecemeal attacks that can be crushed 
with massed firepowei' or easily coun- 
tered with competent maneuvering. 

LET THEM EAT PRETZELS 

Imprc.ssions set out to create a turn-based, 
“beer and pretzels,” tactical-level hex 
wargiime with a miniatures game look and 
feel that would ap- 
peal to a broad au- 
dience, as ivell as 
hard-core strate- 
gists, Front Linius is 
clearly an attempt to 
go beyond QQP’s 
'Fhe Ferkec t Gen- 
eral by offering 
such features as 
256-color SVGA 
grapliics, animated 
units and combat, 
digitized sounds, 
user-selectable real- 
ism options and a 
scenario editor. Im- 
pressions devoted a 
great deal of lime 
and elfort to make 
Front Line.s a game 
that advances this genre to anothei' level; 
in some respects ii succeeds, but in others 
it falls behind the cuirent standard. 


Price: $59.95, 

CD or Floppy 
System 

Requirements: 

IBM compatible 
386 or better, 

4 MB RAM, 

SVGA graphics, 
hard drive, 
mouse, CD- 
ROM; supports 
AdLib, Gravis Ultrasound, Roland, and 
Sound Blaster compatible sound cards 
# of Players: 1-2 (same computer; modem 
with patch) 

Protection: None 
Designer: Chris Foster 
Publisher: Impressions Software 
Cambridge, MA 
(800) 545-7677 




'Fhe SVGA graphics are outstanding, 
giving the game a veiy crisp, clean look. 
Windows users should be coinforiable with 
the mouse-driven interface’s hot buttons, 
pull-down menus and icons. 'Fhe interface 
is generally siraightfoi'ward, easy to untlei'- 
stand and inluilivc — a good thing because 
the three manuals that come with the 
game leave out some important details. 
"Fhe individual armor, inlantry and ar- 
tilleiy units resemble the finely sculpted, 
highly detailed mini tanks u.sed in minia- 
tures wargaming. Some units conlain ani- 
mation, such as the siunning fan blades in 
the FeiTcl hover tank. ‘Fhe terrain is also 
exceptionally well done, and a hard fought 
battle yields a landscape littered with bro- 
ken bodies, chaiTed vehicle hulks, craters, 
burning trees and shelled out buildings. 

How did a game that appears to offer 
so much sizzle manage to fizzle? Im- 
pressions based its design on a futtire 
world where warring factions use the 
same armored fighting vehicles and 
weapons. In this world, advancements 
in mobility, armor protection and other 
defensive measures have .significantly 
degraded the effectiveness of olfensive 
weajions. Is this \'ision of future ar- 
mored comliat wrong? Who knows. 
Does it make for exciting and interest- 
ing game |day? Definitely not. 

Fui'ther complicating ibis picture, Im- 
pressions’ combat model contains .so many 
variables and factors, including unit en- 
durance, morale and cjualiiy ratings, a 
“combat odds” setting and randomh’ in- 
flicted damage, that iiying to predict 
whether a target can be hit or hurl some- 
times provides the game’s greatest chal- 
lenge. 'Fhis complexil)’ certainly I'uns 
counter to the company’s intent for Front 
Lines to be a "beer and pretzels” game. 
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MODEM OP THE OPERA 

Modem pi:u’ is a fcaiurc ol'Tin-; PiCRKEcr GeneR/U. responsible 
lor its longevity on many gamers’ hard drives, but, because of 
technical (liiriculties, this feature wasn’t available in the initial 
release ol fRO.vi' I.in'ls. Tlie game was billed as being modem 
phn able, and references to it exist on the game’s box and in the 
manuals. Once the modem jrlay problems are resolved, the 
compaii)’ sa)’s a patch will be mailed on request to registered 
owiiers and that it will also be available from the Impressions 
BBS and other on-line .sen-ices. The decision to ship the game 
without the modem play was an unfortunate decision, because 
with the game's inadequate AI, modem play is a feature it des- 
pei-ateh’ needs. It can be played as a two-player “hot seat” game 
by those willing to forego hidden movement and tolerate an in- 
terface that doesn't lend itselfto this type of play. 

The GD-ROM version of Front Lines comes with 33 prebuilt 
scenarios (13 more than the disk version) which are ranked as 
easy, medium and hard. I'he CD also contains digitized voice 
and longer, more detailed animated sequences. Loading a sce- 
nario brings up a summary screen providing a brief overview of 
yotir mission, including each side’s objectives and suggested 
strategies. You can also take a close look at the map on which the 


DRUG WAR 2000 Front Lines offers many hypotlietical scenarios like this 
one, where you lead a coastal invasion with fast Ferret hover tanks into an 
island of druglords armed to the teeth. 


battle will he l()ught. Once you accept the scenario, you have the 
option of either going with the delatilt units and their assigned 
deployment, or tailoring your force by using points to buy from a 
pool of units, which you can then deploy behind your side’s lines. 

Combat lakes j)lace (tu the tacticnl map screen ^vhere the hex 
scale is 1 30 meters, and each turn repre.sents one minute of real 
time. Mere, movement and lire commands are issued to your 
units, and you can call up reports providing information on unit 
status, ten ain ellects and objecti\'es. lliere are se\'eral options that 
can be used to incTease the le\'el of realism and speed of pla)', giv- 
ing you some flexibility in customizing the g-ame to suit your tastes. 

Game ]day proceeds with first one side, then the other, con- 
ducting movement. If the opportunity fire option is enabled, 
units can fire during the movement phase. Following move- 
ment, fire combat lakes place, which can either be conducted in 
the traditional manner of having first one side then the other 
fire, or by using simultaneous combat resolution. The simulta- 



There’s some serious horsepower 
in this chess engine. 


I ntroducing Grandmaster 

Championship Chess ...the next 
generation of interactive chess for 
your PC. An all-new, incredibly 
powerful chess engine will challenge 
chess masters and beginners alike. 


• Play against anyone, anywhere on a 
network or with a modem. 


GRANDMASTER 

CHAMPIONSHIP 


CHESS 


"Grandmaster Championship Chess is 
the chess software event of 1995!" 
-Steve Mayer, National Master 


• A wide selection of MIDI-mapped 
music, to perfectly set the stage for 
the game of your life: Grandmaster 
Championship Chess. 



• Thousands of historic games you can replay-and 
download thousands more from the Internet! 

• Interactive lessons by grandmasters, with full 
animation and voice. This program has even 
beaten top-ranked international players! 

• Multiple skill levels, and an 
interface. 


WINDOWS 

CD-ROM 


"This is a game designed by champions., 
to heip you become one!" 

-Patrick Wolff, 1992 U.S. Chess Champion 


hi 

t 


Highest scoring PC 
program in the 1994 
Internationa! ACM 
Tournament-beating a 
CRAY supercomputer! 


To order call: (800) 468-7226 • (305) 373-7700 
BBS (305) 374-6872 

Software Creations BBS (508) 365-2359. 2400 Baud 
(508) 368-7139, U.S. Robotics (508) 365-9352, 14.4-28.8k 


Pro()jain and ail 019‘J5 InliaCurp. Inc. All Higlitii Hcscived. GtarnJinasler Cticss. 
Tlic Next Move Series and Capslune are tiadcmaiks ot InIraCorp. Inc. 

All ulhcr (radeinaiks and copvii()lils acknoiiVledgcd. 


Capstone” 

The Next Move"'' Series 
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neons feature provides gi-catcr realism because, inslcad of (ir- 
ing units in the most advantageous sctjuence, both sides must 
designate ail targets, tlten sit back and watcli as tlie computer 
determines the I'esuits. 

DON'T HOVER ON ME 

The 14 units available for combat are grouped into (bur types: 
tanks, armored personnel earners (APCs), infanliy and ariilleiy. 
’Hie three types of traditional tracked tanks include a light tank, 
a heavy tank and the all-powerdil Mega 'lank. The Ferret is a 
lightly amied and armored, but vety fast, hover tank. The SCAB 
(Surface Combat Airborne Battletank) is another hover ttmk, 
more heavily armed and somewhat better armored than the Fer- 
ret. There are two types of Al’Cs; an amphibious hover-type shut- 
tle, capable of canying infantiy, artilleiy and tanks, and a more 
conventional wheeled .-\PC that can haul infanliy and artilleiy. 



BATTLE BRIEFS Before each battle, a short but effective briefing clearly 
Indicates mission objectives as well as providing background and tactical 
advice. 


Infantiy is one area in which Front Linls has improved sig- 
nificantly over The Pf.rfeci' Gener.-vi.. Engineers are truly use- 
ful because they can quickly build bridges, lay mines and 
destroy things. Regular infantiy is your basic grunt unit, good 
for garrisoning objective he.xes and fighting other infantr)'. 
Tech infantiy, described as “little walking tanks," is a real men- 
ace. It moves nearly as fast as some vehicles and maneuvers eas- 
ily through woods and built-up areas. Infantiy can perform 
close assault attacks against armored units, so tech infantiy pre- 
sents a real threat ^vhen it gets in among your vehicles in a 
wooded or built-up area. 

In Fron r Lines, artilleiy in no way lives up to its vaunted 
“god of war” image. Unlike The Perfec;'f Gener.-\i., where ar- 
tilleiy can attack multiple hexes (providing great incentive 
for dispersing your units), artilleiy in Front Lines can only 
attack one hex at a time. It either hits or misses, and it seems 
to miss a lot, never scattering to adjacent hexes and some- 
times inOicting only minor damage, There are four types of 
artilleiy units: light, heavy, the GSM missile launcher and the 
Blast Wagon, a wheeled self-propelled artilleiy vehicle. The 
other three units are motori/.ed carriage-mounted wetipons, 
capable of moving short distances on their own, though more 
eflective when paired with an APC or shuttle. 



; He ruled the shipping lanes. 
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MAN VS. MACHINE Given the relative weakness of the computer opponent, 
veteran wargamers wili have no problem laying traps for enemy units, 
while avoiding Al ambushes like this one. 

Front Linius’ siglitiiig rules can be conl'iising, especially when 
operating along the edges ol' cities, hills and forests. The game 
could use a feature that lets players see whar hexes iheii- units 
are capable of spotting. Opportunity fire is diihcult to u.se and 
even more difficult to execute until you figure out how it’s 
done, \\1iat the manual doesn’t tell yon is that after vou halt an 
enemy unit during movement, you must first right click on the 
unit you want to fire, left click on the unit you want to fire at, 
and then left click on your firing unit. Also, because vou can't 
control tvhat portion of the tactical map you’re \'iewing while 
the computer is moving, enemy units are often out of sight nr 
out of range before you realize they've moved. 

IP VOU CAN'T BEAT 'EM, BUILD 'EM 

'I he scenario builder is an excellent addition to Front I.int5, 
giving pia\'ers the power to lay our their own maj)s, edit terrain 
feature characteristics and change unit values to create entireh’ 
new scenarios. The scenario builder in the CD-ROM version 
has a fatal bug that renders the editor nearly useless. However, 
to their credit, within days after the game’s release, Impressions 
developed and widely distributed a patch to fix the problem. 

Impressions says that Front Links is the first in a series of 
hypothetical and historical games that will use the game en- 
gine created for it. The company is working on an American 


THE EDITORS SPEAK I 


FRONT LINES 

“tinc 

PROS Superb graphics and sound, 
a good interface and nice terrain cre- 
ate the look and feel of a miniatures 
game. The scenario editor is an 
added bonus that increases replay 
value. 

CONS Dull game play and pool' Al 
force a retreat. Lack ol‘ modem play 
in the initial release is unfortunate. 


that it expects to 
release sometime 
next year. We can 
only hope that Im- 
pressions' experi- 
ence with Front 
Lines, a game with 
much promise and 
potential, trans- 
lates into future 
products that look 
and sound as good, 
that play better 
and suffer from 
fewer problems. ^ 



He niled morion pidures. 
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REVIEW 


Nowhere 

Koei Leaves Asia Behind For OPERATION EUROPE 

by Terry Lee Coleman 




T he 1-olks ai' Koei havi-; ueen in- 

S'lRUMENTAl, IN BRINGING 'IHE 
GRL-Vr MIL!T.-\RY a-\MPAIGNS OK rilE 
Eastern world to wargamers in 
North America, Bandit Kings oe 
Ancient China, Nobunaga’s Ambh ion, 
Romance of the Three Kingdoms et al, 
were a consistent string of solid, enter- 
taining games from a unique perspective. 
Just as it seemed tliat tlie magic formula 
was wearing off, Koei discovered VGA 
gi'aphics and revamped their game en- 
gine. The result was Genghis Khan II, 
which featured a strong computer oppo- 
nent, great campaigns, and a lot of 
panache — enough, in fact, to earn it a 
slot as a CGW Premier .Award Finalist for 
bestwargame of 1994. 

As you might expect, then, I was look- 
ing fonvard to Koei breaking out of its 
Asian mold with Oi'ER.ATiON Europe: 
Pahi TO Victory, 1 939-4.T I wus interest- 
ed to see Koei’s unique wargaming ap- 
proach applied to a new milieu, esjiecially 
with the enhanced gi'aphics and game en- 
gine of Genghis Kilan II. No sooner had 
1 booted the game, though, than my 
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FIND THE HIDDEN T34/85 This close-up look at 
the tactical battle board is supposedly a tank 
battle, but it looks more like chartered 
accountants fighting from their tax shelters. 


hopes were roundly dashed. 

Graphically, tlie game is a great stc]} 
backwards for Koei. The majority of the 
map is in lime green or ding)' brown, and 
the laclical map is so pixelaled that the or- 
ange-dots-on-green-background el feet 
makes the battlelield 
look as though it suf- 
fers Irom a severe at- 
tack of measles. 

Frankl)', I own Com- 
modore-(34 games 
that look better. 

Instead of the 
nicely-si/ed sprites 
of Mongol liorse- 
men from Gen'C.hls 
Khan II, you are 
subjected to minus- 
cule stick figures of 
infantry and card- 
board-cutout tanks. 

There are familiar 
faces, such as your 
advisors, who j) 0 ]t 
up in the corner of the screen with infor- 
mation on your objectives, supply, or bat- 
tle situation; but unlike the ro.sy-cheeked 
and tanned characters of Genghis Khan 
2, these leaders look pale and wan. 'fo 
make the action even less inspiring, cveiy 
time you give an order to re-.supply, for 
instance, you see a static screen of sol- 
diers loading trucks, carrying sacks of 
food, and so on. The problem is, they are 
all drawn in a bad son-of-^/??/m<' style that 
even the Japanese would be ashamed of. 

A PORT OP POOR VINTAGE 

'fhe truth ol' Oper-vfion Europe is that it 
is simply a bad conversion of a Japanese 
cartridge game, and comjjuter gamers 


deserve better. 'Fhe game attempts to 
cover the entire scope of the war in Eu- 
rope, but lacks the deptli to do it justice. 
The entire European Theatre is covered 
by a mere half-dozen battles, and these 
battles aren’t even the most repi'esenta- 
tive of their re- 
spective periods 
of the war. 

The hivasion of 
France is a good 
enough start, but 
centers around 
Sedan, 'fhe vicio- 
ly conditions are 
more appropriate 
to a VVWl game 
than \VW11, 
which misses the 
entire point. 'Fhe 
French expected 
to relight WWI. 
and the Germans 
quickly showed 
tlieni the error ol 
their ways. 'Fhat this erroneous mindset is 
perpelualed by Operation Europe is in- 
excusable, especially as ihis is obviously 
positioned as a beginner’s game. Why 
bother to introduce people to wargames 
if you ignore the most basic historical 
facts in your game design? 

The liallle For North AJrica centers appro- 
priately around 'Fobruk, but there is no 
sense of Iluidity, the essence of desert war- 
fare. Part of the problem is the poor inter- 
face, another step back from recent Koei 
designs. Sometimes it’s best to use the 
mouse, for other tasks you need the key- 
board, and it is not obvious which is best at 
what time. Fhis kind of confusion is bad 
news for any game, but especially a light 




Price: $59.95, 

CD and Floppy 
System 

Requirements: 

IBM compatible 
386 or better, 

4 MB RAM. 

3MB hard drive 
space, VGA 
graphics; 

supports AdLib and Sound Blaster sound 
cards. 

Protection: None 

# of Players: 1-2 (same computer) 
Publisher: Koei Corporation 
Burlingame, CA 
(415)348-0500 
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Now h's your turn, 


game like Oi’KRAiion Fa’ROI’K, since lliere isn'( enough cleplh (o 
make you want to sli-uggle pasL ilie interlace and onward. 

'I he Amorad Battle Al Kursk tries to be more historical than 
diis simple system can handle. Essentially, what the designers 
have done is to take (he R(.)MAN(a-; or 'ri-iE 'riiitKK KiNt.JtOMS sys- 
tem and retrofit it to W^VII. This uneasy marriage reclitces the 
huge tank battles ol the Eastern Front to aimless uitit-pushing. 
There is no broad sense of armored thrusts, as in I’AN/.tat (h:N’- 
tacAL, not eveti the rudinientaiy sense of combined arms that 
you get from playitig WAR('.A\tK CoNS'i'RUCi toN Si:r II: T.anks! 

As (he scenarios progress, the insult to histoiy and to any 
gamer playing Oi’ER/Vi'iON FtJRoi't; increases. D-Day al Nonmnidy 
evokes no feeling ol'tbe tense htndings and the ensuing de.sjjer- 
ale struggle on the beaches. As you try to cajatttre St. To, Bayeux, 
or (iaen, you might as well be lighting in Italy, or at (Gettysburg 
for that matter, so vanilla are the kitids in which you camjxiign. 
The Battle of The Bulge is confined to Bastogne, which is at least 
some attempt at focus, but the tralfic jams so crucial to the battle 
are sintulated only so much as in the amount of fighting you do 
with the interface, not by atiy intention in the design. 

Finally, you get to raze Berlin to the grtnmd in I9d5. Now, 
I’m all for getting to shoot the bad guy at the end of the guti- 
fighter Hick, but there should be some sen.se that he might be 
faster on the draw (ban the guy wearing the white lutt. There is 
no such luck here, as the Getanans will roll over and die even 
for a novice, and where’s the fun in that? Instead of a .sense of 
clo.sure gained from beating a worthy opponent, (he feeling 
here is relief, as you pul the lid back on the box. 

WHAT IS IT GOOD FOR? 

Which brings up the question: for whom is this game designed? 
There are small attempts at serious sitnulatifm tossed about 
here and there. The most ridiculous of these is the Army struc- 
ture, which goes from field army down to battalion. No begin- 



BATTLEFIELD WITH A VIEW Note the field view (above) and aerial view 
(below) of the action. Don’t see much difference? That's because there 
really isn’t. 




Introducing the Tycoon Series from 
A/UcroProse. PC games that let you buy, 
build and control.your own .enipiie» , 



Anything is possible. 

1 -800-879-PLAY. For IBM-PC & Compatibles. 

© t994 MicroProse All Rights Reserved. 
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DESERT FOX, WHERE HAVE YOU GONE? When Generals Hoth, Kempf 
and Peiper are rated higher for leadership, tank ability and bravery 
than Erwin Rommel, you must be in gaming’s never-never land. 


ner is going lo care about such detail, 
and veterans will find it a joke, especially 
when the game system evolves around 
the command structure. 

The logistics are way out of whack as 
well. The strategic display lists amounts 
of food, ammo and fuel, much like 
Genghis Kh.an 2, but it goes to extremes. 
Wliy are there supply diflerences between 
annor and mechanized forces when they 
really don’t alTect play veiy much? The 


need to load cargo onto 
planes is a prime exam- 
ple of unnecessary logis- 
tical emphasis; it’s both 
balding to the beginner 
and a complete waste of 
a veteran player’s time. 

Several concepts reap- 
pear from other Koei 
games — morale, train- 
ing, ediciency of arms — 
but while these were 
integrated into an ele- 
gant whole in previous 
games, here they t)nly 
muddle and confuse. In 
Ol'ERA'ftGN EUROI’E, it’s 
never obvious why things 
work as they do. The development of new 
weapomy makes the system in Axi.s & Ai.- 
l.ilvS look refined by compari.son, as new 
unit types pop up in Ot’EteviiON EuRot’E 
almost without warning. Leaders in other 
Koei giimes have a wide ratige of abilities, 
and the best, such as Cienghis Khan and 
Cao Can, take on a certain personality 
during play. Yet all leaders in Oi'EievfiOK 
EuroI’E are generated randomly, so that 
instead of looking fonvard to a Patton or 


a Kesselring, you cross yotir lingers as the 
program rolls the dice and creates a char- 
acter, a Id Dungeons & DttActoNs. 

'Ehere tire so many other deficiencies — 
the poor .soundtrack, the throwaway tacti- 
cal module, the useless sub-.syslem.s — that 
I could go on ad naimam. The few nice 
touches, such as the niles for special ftn'ces 
and engineei's, form a minuscule {xirt of 
the overall design. 'I'he final irony is the 
su[)title of Oi’KiuvnoN Euroi’E — “Path to 
Victoiy.” Koei should lake that path back 
to Asia, where they have won over many 
wargaming warriors, oz else hire a real de- 
sign team, bel()re they next assault the dif- 
licull shores of 2()th cenluiy combat. 4^ 


THE EDITORS SPEAK I 


OPERATION EUROPE: 
PATH TO VICTORY 



PROS It’s nice to .see Koei take a 
break from Asian to|)ics. 

CONS This clumsy conversion of a 
Japanese cartridge game shows a 
complete lack of understanding of 
No. American wargamers. 


SIDELINE SOFTWARE 

ORDERS 1-800-888-9273 ONLY 


YOUR PC IMPORT & CLOSEOUT CONNECTION 


NEW PC TITLES 


LittK Big R<d t 
PiOT Tycoon 
Power Diivti 


ss:. 


vinuoso 
Woild Cup Doll 
Zepeliin 


SB'S 

Spent Slmiiljlion 
Stiplegy 

PO MAGAZINES 

l]/«r news on Ihebesl PClilln/rom Ibe U.S. i ft/ro/x' Ttieu h'Sh 
Icolormi/iMii j/ic teMU Utma-picliiil PLAYABLE CO BOUS »/i 
Tilln PC feimil. PC Bnltw, PCZoii$. PC Plus. PC Pew, 
PC Heme. UuHImeillHew. CDHOMUter. tniPCCimtrl 
Your efioicel Only SIO eaclil 



DON'T MISS THESE DISCOUNT PC DEALS I 


Acts Over Cuiope 24 . 
AndMlArtolWirmSIdes IB.. 
Armour Gedion ' ' 


BATE 
Blltit TecA 2 IS. 
Bleodetl 21. 
Bruljl Ssretls FeoltaO 


on Delsnder el Pome I, 
CommondHa i 
Conlmpllons i 
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Legend olHymnOldB 
LegicylMKieprose) 
Legend el Hyrindii . 
Lemmmgi 2 
LirOevd 


Out ol This World 
PoUlie Islinds 
PiulK Strile 


Quorletgole Horse Podng 
PesHehirbr 
SoMTeomCO-POU 
SorgonB 
SEAL Teom 
Seael Weopons el the Lultiatle 
Seiren Cdies olGoldNswBd. 

Shidowcjsler 

ShtdoMinds 


Sim Earth 
SImLrIe 
heSoreererCD-POM 


Speetalforces 

SpoilsolWarlflAWI 

SlarLegions 


Task Fora 1942 IMIotoerose) 
Team yj/ilttt 
Terminalor 2 Chess 
The Immortal 
The Lost AdrmI 
Tornado u, desert Storm CO HOId 
T.V. Sports Baseball 
r.V. Sports BaskelbaH CD-POU 
T.V. Sports Boaing 
TwHlghtBOCa 


[i 


VFor Victory Vehiye CD-POM 
ir Vielory Utah Beach CD-ROM 
V For Mery Moiiet Carden CD-ROM 
V For Vkiory Cold Swortf CD-ROM 
W.W.F. 2 Wrestling 
Waxworks 
While Death (Raw) 
Wing Commander Acadtny 
WnlerOlynvic 94 LHUhammer 


THREE GAME COMBO PACKS A 
Test Drht 3. Star Control. Hovtrtora . 
Corporation. F- 14. Tomcat Supremacy i 
Dune. Shuttle. Lure ot the Temptress CO’ , 


R&G 

GAMES 


P.O. Box 5008 Glendale Heights, IL 60139 

We Buy & Sell New and Used Game 
Software. Call for a quote on your used games. 

Cain -800-525-GAME 

Get C/ASH tor your games or get an 
additional 10 % in credit, good tor future 
game purchases at great used prices iike 
these... 


King's Quest? 

$36 

Doom II 

$30 

Under a Killing Moon 

$39 

Tie Fighter 

$32 

X-Com 

$30 

Wing Commander III 

$38 

Metaftech Earth Siege 

$36 

Cyberia 

$35 

System Shock 

$36 

Ultimate Football 

$36 

Dark Sun 11 

$33 

Creature Shock 

$30 


and many more games... 

All games must be vims Iree , games will be checked. All games must be In original box wllh all 
Inslmctional materials and original disks. NO COPIES accepted. All games must be sent with account 
number In order lor your check or credit lo be processed. Any unacceptable games will be sent back at 
your expense. Any detective games will be replaced with same title. Most game orders can be ElledinZ 
weeks Due to high demand ol certain games some orders may take longer 
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THE PACIFm 


SSI's immensely successful 
Advanced Simulator Series 
continues! CNB III: FURY IN 
THE PACIFIC Is a huge simu- 
lation encompassing the 
entire Pacific War. 

You get all major 
American and Japanese 
ships and aircraft of the 
Pacific Theater. A Random 
Battle Generator lets you 
create unlimited conflict — 
from small surface engage- 


ments to full-blown carrier 
task force battles! Use the 
powerfu! scenario editor to 
create your own battles or 
modify existing ones in areas 
like Midway, the Solomons 
or the Phillipines. A sophisti- 
cated customizer lets you 
alter various aspects of the 
game routines — for 
unprecedented control. 

A new interface and 
menu options, laser-sharp 


Super-VGA graphics and an 
astounding sound track make 
this simulation the hottest 
thing afloat. 

Great Naval BAmES III. 

The Pacific is yours, if you 
can stand the heat! 

To order: Visit your retailer or 
call 1-800-60t-PLAYwlth 
visA/MC (North America only). 


©1995 Strategic Simulations, inc., A Mindscape Company. Ali rights reserved. 
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Adventures In The 
Alien Skin Trade 

Spectrum HoloByte Wheels And Deals With GaziluoNAIRE 

byArinn Dembo 



INTERIOR: (Steailiram ivallis llnmgli an 
intergnlaclk cantina, complete with Bugeye 
Goodman jazz combo and pastel-skinned 
beauties serving fizzy drinks which look 
something like lava lamps.) 

MEDIUM SHOT: (Over the .shoulder of 
leather-clad, longhaired captain, camera fo- 
cuses on earnest young wannabe space 
trader’s face.) 

CLOSE-UP: (Female captain smiles a be- 
mused smile and begins to speak.) 

Captain: You think it .sounds great, wheel- 
ing and dealing in 
strange new sectors oj 
the galaxy? You think 
you’ve got what it 
takes to sell lava 
lamps and whip 
cream to weird crea- 
tures that look like 
eveiylhing from giant 
insects to living tapio- 
ca? Think it's easy to 
buy low and sell high 
in every port in the 
system, constantly 
dodging clouds of cor- 
rosive gas, .space hur- 
ricanes and herds of 
giga ntic sta r-fa ri ng 
xohales? Ready to ne- 
gotiate with pirates, 
smugglers, gamblers and stawing artists? 
Think you’re good enough to keep your un- 
ruly crew happy, coax a full load of passen- 
gers aboard, and stay a half step ahead of 
the tax man and the loan sharks? Yeah, 
loan sharks! The kind who compound your 
interest xveekly and stand ready to re-possess 
eveiylhing you own. You think it’s gonna’ 
he exciting, the beginning of a brand new 
adventure, hut kid. I’ll tell ya', some- 
times. ..il’s just monotony. 


VOLUME, VOLUME, VOLUME! 

When you load up Spectrum HoloByte’s 
latest ollering, Gazii.i.ionaikk, it may ap- 
pear rliai you’ve slepjDccl into a wild, eol- 
oiful galaxy full of' opporUinity lor ihe 
energetic and resoureeliil space trader. 
Indeed, for your first several runs 
through the space lanes, this game of hy- 
per-caj)italism offers surprises at every 
turn, riches at every port, and new threats 
in evety dark corner of the galaxy. But 
stick around a while, kid, and we’ll see 
how long the 
shine stays on 
your coin. 

You start the 
game in debt be- 
cause Mr. Zinn, 
ilie richest man 
in the sector, lias 
lottned you 
100,000 kubars 
(the local cur- 
rency) to lielp 
yoti set uj) your 
new shipping 
comjiany. As the 
game begins, 
you have noth- 
ing to your 
name hut a 
freighter, seven 
warehouses, a line of credit, and a big- 
loan to repay, at 4% interest. If you flid 
nothing, the game would be over in less 
ihiin 20 turns, since Mr. Zinn repos.sesses 
your ship and holdings when you owe 
him over 200,000 kubars. 

Of course, .sitting there letting the in- 
terest mount up wouldn’t be veiy sport- 
ing of you. 'I'lie point of the giune is to be 
tlie first entrepreneur to mtike 1 ,000, 000 
ktibars free tind clear, and the only way to 


tiike the pi'i/e is by running your single 
ship iiround the Kmpire, ferr)’iug passen- 
gers tind spectihiting on cargo. Before 
the game is through. 1 can guarantee that 
paying btick Mr. Zinn will be the least ol' 
youi' worries. 1 wouldn’t want to spoil 
anything, because learning to phiy this 
gtime is one of the keenest pleasures it ;il- 
iords, -SO let me put it this way: you’re go- 
ing to want tniveler’s instirance. 

'file gtuue system forces you to stay 
light on j’our toes, hoj)|)iug from planet 
to planet, becatise until you make ti jour- 
ney, yotir turn doesn’t end. I'o make a 
profit, you purchase as many tons of mer- 
chiindise as yoti can at rock bottom 
prices, and you ach’ertise for passengers 
;iud commodities ;it the next planet you 
intend to visit. When you totich down, 
you hit the nuirket, unload what yoti can, 
and lotid up whatever is cheajx Yotir 
comjietitors are trying to do the same, 
;ind whoever gets to a phinei first has first 
crtick at the imirkeiidace, which can be 
the dillerence between mtiking a profit or 
tiiking it loss for the joui'ney. 'I’he supply 
iiud denuind of the 20 basic commodities 
varies from planet to planet, tmd raking 
in the full jn'oftt margin on any given 
load — stiy, 100 tons of cantaloupes — is 
pretty saiislying. 

When you make ti big score, you ctin 
do important things like giving your crew 
their wtiges, paying your taxes, or mtiking 
irn'otids on your debt. Killing the hold of 
;i nvo-liuiidred ton freighter with "moon- 
ferns” or "kryptoons” is fun, tiiid you 
have supply screens avaihible to let yoti 
know wliicii planet is likely to give you 
the Itest pi'ice on the load. 'I'he mechani- 
cal aspect of the game has the potential 
to be endlessly diverting, except for one 
thing: there tire only seven jdanets. 


Caziluonairb 


Price: $32.95, 

CD-ROM 
System 

Requirements: 

IBM 386- 
33MH2or 
better, 4 MB 
RAM. 

VGA/SVGA 
graphics, 3 MB 
hard drive 

space, mouse; supports Sound Blaster and 
comaptible sound cards. 

# of Players: 1-6 (same computer) 
Protection: None 
Developer: LavaMind 
Publisher: Spectrum HoloByte 
Alameda, CA 
(800) 695-GAME 
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/ -800-C0R0M- / 3 CGW)495 

Fax orders; 2 1 4'488-2 1 09 liiMiIiil 

BBS: 2 14-241 -4754 PM 

Mon-Sat 10am-7pm CSr 

We offer the only NO RISK return policy. 

If you ore not completely satisfied with your purchase, return it lor full credit! 


Download a copy of our Electronic Catalog complete with our entire selection 
and their descriptions from our BBS 214-241 4754. 




7th Guest 


Myst 


Sim City Enhanced 


Nascar Racing 


I Get ONE of the above specials with the purchase of 2 additional titles at our regular low prices. Not valid with other speciaisTI 



I9.WI96IK S 12 


SORRY WE CAN’T LIST ALL OF OUR SOO-h TITLES! 

Price and ovoloblllty are subleci to chonge. We occept >430. MC, AMEX. Discovec Money Orders. Coshler's Checks or^d pre-pold Fersonol Checks only. $5 Shipping lor entire order. $10 UPS2-doy, $15 UPS ovemlghl. 


WE WILL MEET OR BEAT ANY PRICE IN THIS PUBLICATION! 


USED CD PROGRAM, WE PAY UP TO 50 % ON TRADE-INS 


National CD-ROM • 800-Z37-6613 • 11005 Inafian Trail Suite lOl-A Dallas, Texas 75ZZ9 







FLATSCREEN ECONOMICS Although the main screen is fairly static, 
it immediately provides a wealth of useful data within an easily 
learned interface. 


SEVEN GOING ONCE 
SEVEN GOING TWICE... 

Each planet has a number of gorgeous 
paintings and humorous cartoons associ- 
ated with it, as well as a “theme" song, a 
few pages of planetary history, and a 
sjK'cial task that can be performed only 
on that woi'ld — i.e., religious pilgi'ini- 
ages, ship leave, or swapping out your 
old star-drive for a new one — as well as 
access to the interplanetary news and 
weather reports. Exploring the planet 
and taking advantage of its unique o|> 
portimities is an important aspect of the 
game — you have to keep doing it to 
win — but once the novelty wears ofl', do- 
ing the same-old same-old at the same 
old i)lanets is pretty tedious. 

Seven planets aren’t enough to sus- 
tain a player’s interest or satisfy the aj)- 
petite for variety and discovery. To be 
lionest, I'd prefer to forego the extiuisiie 
paintings of each planet from orbit, or 
the funky theme music, and have more 
worlds instead. This game would be a lot 
more interesting if 
there were 50 worlds, 
randomly distributed 
over the maj) with 
each game, all |}os- 
sessing random attrib- 
utes. A larger, more 
varied field of play 
would give G.azillion- 
.\iui-: a richness and 
sense of adventure it 
sorely needs. 

The fact that the 
game can support up 
to six human players 
should have made for 
some good, clean fun. 

G.\/jllion.mri-: is a 
Windows application, 
but strangely enough 
it doesn’t have net- 
work capability. So, although the action 
is turn-based, and despite the fact that it 
is much more fun to play the game so- 
cially, you have to hot-seat the ]^lay 
every turn, which slows things down 
quite a bit. By the time six people sil 
clown, go through the necessaiy sci'ecns, 
and make ail their decisions, a single 
turn can lake an hour.. .which is pretty 
excrticiating. 

The game’s heart is in the right place, 
but the replay value really should have 
been better. It’s a shame, really, because 
the designers of G.azillionairk put a lot 
of attention and creativity into this 


game. It started as shareware, a simple 
scenario with simple mechanics, until it 
was jhcked up by Spectrum HoloByte. 
UnI’ortunately, Spectrum did very little 
to expand the game in scope; instead. 


they slapped some fanq' chrome on it 
and transferred the whole package onto 
a CD-ROM. 

OI course, the bells and whistles, 
along with a humorous, light-hearted 
sense of fun, are more than enough to 
distract the phiyer for the first few bouts, 
liut in single-player mode, Gazillion- 
AtRi'; is not only extremely easy to play, 
but also veiy hard to win, which means 
that the average player will have to play 
it several times in order to beat the com- 
puter. By the time you’ve learned the 
drill and gone through your first few 
games, those bells and whistles are no 


longer enough to distract 
you, and plugging away 
at it is annoying, rather 
than fun. A person sim- 
ply can’t play this game 
solidly for more than a 
week or two, and once 
you win at Intermediate 
level, trying to win again 
at Expert or Master level 
is not an attractive 
prospect — unlike games 
which have less sophisti- 
cated giaphics and much 
higher replay value. 

Of course, when 1 say 
that G.azillionaire is dif- 
ficult to win, I don’t mean 
that you have to be out- 
stanclingly clever, or that 
the game is full of fiendish puzzles. The 
fact of the matter is that if you’re doing 
too well, the computer will butcher you 
with random events over which you have 
little or no control. Hie program is de- 
signed to keep a player surfing at zero 
ibr as long as possible. If you start doing 
well, the computer will quickly arrange a 
host of financial disasters; if you’re hurt- 
ing, just as many sudden windfalls can 
come along. 

CLOSING THE DEAL 

All in all, this game is light, funny, 
fiashy and easy to get the hang of. All 
the jokes are delightful the first time 
around, and learning to play is a plea- 
sui'e. Also, the operation of the game is 
exquisitely smooth — in dozens of hours 
of play, there wasn’t a single crash or 
hiccup on my machine. But like I’ve 
said, it gets old fast. If you’re playing by 
yourself, I can’t imagine keeping Gazil- 
i.iONAiRK on your drive for more titan a 
month. Of course, at the low asking 
price, it might not be such a bad deal — 
especially if you could re-sell it for a 
profit to a gullible alien when you were 
through. 4^ 
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GAZILLIONAIRE 

rating 

PROS Simple gameplay and humor- 
ous motif make for a good time for a 
few iiours. 

CONS Too simple and restrictive to 
keep you coming back for the long- 
haul. 



EIGHT PASSENGER PICK 'UP Ferrying paying passengers from one 
destination to the next is a sure-fire way to earn some consistent 
dough, but don't expect it to make you rich in a hurry. 
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You've left a comfortable home and a loving wife 
for 40 tough, smelly sailors who eat careless 
captains for breakfast. In a creaky wooden ship 
you plan to sail the uncharted, hostile waters of a 
world many are certain is flat. 



XPLORATION 


But hey, there's a little downside to everything. 

Out there - somewhere ■ await 'Fame and 'rortune 
and adventure. Can you establish and nurture a 
colonial empire against constant competition from 
history's greatest explorers? 

'/E'xploration. Embark on a journey you'll never 
forgetl 


-Play as any of five 
famous explorers, 
including Columbus and 
Vasco de Gama, or 
create your own 

•Form expeditions, 
explore and colonize 
a new land, build an 
empire 

-Gain fame and fortune 
through commerce and < 
conquest 

-Compete against up to 
four players 


^Exploration 
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Movin' On up 

shooting For The too-Floor Megaplex 
In Maxis’ SimTower 

by Paul C. Schuytema 



L ike ma>a' a good inven iion, Max- 
is’ SimTower: The Vertigai. Em- 
pire I'OUND ITS GENESIS IN 
discontent, Yoot Saiio, a Japanese 
businessman with background in 
architecture, was fioistrated by the inabili- 
ty oCTokyo’s elevators to efbectively move 
the massive amounts of peoj)le in the 
city’s skyscrapers. He wondered hoiv ele- 
vators were scheduled and if, perliaps, 
the scheduling could be done better. Not 
being one for idle curiosit\-, Saito set out 
to create a simulation that would allow 
him to study elevator 
perl'ormance and 
traffic patterns in a 
modern-era sky- 
scraper. 

Then the Sim-ulat- 
ed designers at Maxis 
got wind of Saito’s 
project. The people 
responsible for en- 
grossing system sim- 
ulations (SimCitv, 

SimEarth, SimLife, 
sim-anything) 
thought the SimEle- 
valor concept was an 
interesting one, and 
that with a little more 
development, the 
concept could become a neat game. 'I'hus 
was SimTower born. 

SimTower is a building simulator, but it 
does not simulate today’s typical down- 
town high-rise. SimTower looks Ibnvarcl 
to the clay ^vhen the suburbs of major ur- 
ban centers become completely devel- 
oped, and the demands of our exploding 
population force humanity to build up, 
rather than out, Tlie high-rise of tomor- 
row, according to SimTower, will not only 
be tile place where urbanites work, but 


also where they sleep, eat, exercise, and 
play — living out the drama of their lives 
several hundred feet from the gi'ound. 

SIMILARITIES 

First, let’s tackle some obvious compar- 
isons. Yes, Si.mTower is veiy similar to 
SiNiCm' (more to the original than the 
new-SiMCriv 2000). It is a management 
simulation based, chiefly, on cash How, 
construction and traffic management. 
Because of what SimTower simulates — a 
single building as opposed to entire ur- 
ban areas — it is 
a simple!' simu- 
lation to get 
your teeth into. 

This is not to 
say that Sim- 
Tower is overly 
simplistic. Far 
from it. d'here is 
a nice balance of 
challenge in 
SimTower, even 
more than in 
the original Sim- 
Citv. Having 
fewer variables 
to content with 
means that you 
can see each 
components’ effects more directly, and 
you really feel as if you can focus on spe- 
cific problem soh’ing rather than large 
scale Si.\iCm' bandages (such as more 
roads or more police) which may or may 
not “stop the flow of blood.” 

Before you can reach for the stars, 
you’ve got to have solid gi'ound underfoot. 
You start with a prime jdIoi. of real estate, 
nothing but red, gritty dil l really, with the 
ui'ban skyline in the distance. You are also 
provided with a cash kilty ol' $2 million, 


which doesn’t sound like much given your 
loft)' aspirations, but it’s a start. 

'fhe mandatoi-)' I’oundation element in 
SimTower is the lobby. You select your 
plot, select ihe lobby tool, click and drag 
your mouse, and hey, you’re hiring 
teamsters! A lobby goes up fast, but you 
don't want to make it as large as the base 
of )'our envisioned “ultra-lower.” You’ll 
go broke doing that, so only create 
enough lobby for a mid to small sized of- 
fice building. 

Your $2 million should be enough to 
let you build a 3-4 stoiy oflice building 
with a single elevator, offices and one or 
two fast food courts. Essentially, that’s all 
you I'eally can build when you are a “one 
star” building. For those who preler to 
have their workers live on the premises, 
you can also build condos, but you proba- 
bly won’t yet have enough resources to 
keep your residents happ)-. 

WHITE COLLAR MECCA 

rVfter )'ou’ve dragged and placed )'our of- 
fices, .fast-food joints, stairs and elevator, 
you can sit back and watch your virtual 
white collars come and go. As the simula- 
tion is running, a clock spins through ihe 
hours of day and night and tveekends. 
Outside, the sun sets, tui'iiing the sky a 
lover’s pui'ple before ibe rattle of morn- 
ing rush hour. Wait long enough, and 
you’re sure to experience a torrid rain 
storm and even Santa on Christmas night. 

Like SimCi'IY, ton rely on income to 
feed your cash hungry toiver-building 
enterprises. Restaurants, stores and hotel 
rooms will provide you with a steady 
stream of income. When rent comes due, 
all of your office occupants will shell out 
their bucks, and then you’ll have the 
cash to pick ujj the jackhammer once 
again and build. 


Price: $44.95 
Mac Floppy & 

CD-ROM, 

(Windows 
version 

available April 
95) 

System 
Requirements: 

Macintosh 
68030 or 

higher (68040 recommended), 4 MB RAM, 

System 7 or higher, 8-bit color, 4 MB RAM 

Protection: None 

Designer: Yoot Saito 

Publisher: Maxis 

Orinda, CA 

(800) 52-MAXlS 



17a COMPUTER GAMING WORLD • APRIL 1995 






A prince must act like a beast ... 
a fox to recognize traps, and a lion 
to frighten off wolves.” 
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Machiavelli the Prince™ 

It’s 15th century Europe - resources are bountiful 
and deception is king. It’s the perfect time 
to execute your plan for world domination. 
Manipulate military, political and religious 
powers using bribery, piracy and assassination. 

Acquire wealth by trading with over 40 cities. 

But plan your strategy carefully, young prince. 

Because every move can mean the difference 
between exaltation and excommunication. 


.^I^OPROSE 

1-800-879-PLAY. For IBM®-PC & Compatibles on CD-ROM. 







Circle Reeder Service ff13 



SHOOT FOR THE STARS 

The construction options available to 
you are based upon your l^uilding’s cur- 
rent star rating, You begin at the bottom 
(of course), with only tlie most basic op- 
tions available to you. Hit a population 
of 300 and you’re bumped up another 
star rating. At two stars, you can add sin- 
gle hotel rooms, maid facilities, security 
centers and sen'ice elevators. Climbing 
up from two stars (population 300) to 
three stars (population 1,000 and more 
than one security center) is the first real 
test in the game. You need to do some 
serious building to cram 1,000 people 
into your tower, but you still have only 
limited options to work with. This is 
where your organizational skills really 
come into play, 

Hit three stars, and your building op- 
tions become cjuite grand: express ele- 
vators, double- and suite-size hotel 
rooms, restaurants, stores, theaters, 
ballrooms, medical centers, escalators, 
underground parking and recycling 
centers. The climb from three to four 
stars is a long one indeed. You must 
have 5,000 building residents and meet 
several other requirements, the most 
important of 
which is a favor- 
able VIP rating. A 
VIP will show up 
sometime when 
you reach a three 
star rating and 
rent at least one 
hotel suite. If 
your tower isji’t 
up to snuff — if 
the VIP must wait 
for an elevator or 
the room isn’t 
cleaned prompt- 
ly — then you can’t 
reach 4 stars no 
matter how many 
theaters and fast 
food courts you 
have to please 
“the masses.” 

As you climb up the star rating, you 
have to keep building. The population 
goal for a five star building is 10,000 
(yes, that’s right, 10,000) happy resi- 
dents. Alter reaching that august rank- 
ing, all that’s left is for you to reach the 
noble rating of “tower.” All you need to 
do is place a cathedral on the top floor 
of your building, the catch being that 
you don’t get the cathedral construc- 


tion option until you hit 100 floors of 
urban chaos. 

BUILD IT AHD THEY WILL COME 

So just how do you craft a killer tower in 
SimTower? There are basically nvo ap- 
proaches; build up or build out. Building 
out, that is, extending your lobby founda- 


tion and building up from there, is an 
easier strateg)' in the early game, because 
it gives you the sense that you have a 
“master plan” for the building, i.e. offices 
on lower floors, then hotel rooms and 
condos on top, etc. This seems veiy logi- 
cal, but in tmth, logic must sometimes be 
thrown out the window. You will proba- 
bly have to build a tower that is a mish- 
mash of facilities as you begin to expand. 
Also, as you can see from the cathedi'al 


requiremeTii, tall is 
not only good, it is 
a requirement of 
“winning” at this 
game. The best 
strategy, then, is to 
“go up young 
man.” Set yourself 
a limited founda- 
tion and start 
climbing. You’ll 
have to do some 
bulldozing of past 
construction along 
the way, but just 
reassure your ten- 
ants that they'll 
have better, spifli- 
er facilities several 
floors up. 

Another reason 
for building floors uj) rather than out has 
to do with the genesis idea of this sim. 
Remember, it began its life as an elevator 
simulator, and elevators are your keys to 
an efficient building. If you build wide, 
then you will run into cither one of two 
problems: you will have too few elevators 
to move your residents effectively, or you 
will nm into the “stupid commuter” phe- 
nomenon. If you have a large tower witli 
live or six elevator shafts, the ones on the 
outside walls of the building will see the 
least use. Interior shafts will get clogged 
veiy quickly, and for some reason, your 
little virtual folk would rather stand in an 
elevator line and get stressed out than 
take a flight of stairs up to their first or 
second floor office. Fewer elevator shafts 
on a floor allow you much more control 
over traffic flow. 

One of the best features of SimTower 
is the ability to see the stress levels of 
your workers. They will cycle from dark 
gray to pink to “approaching aneuiysm” 
red. When you see a beet-red line of 
workers waiting for an elevator, you 
need to do something fast. You can also 
“rag” a worker, assigning a name, and 
then you can later track that worker to 
evaluate stress level and location. 

Since elevator management is the key 
to keeping tower traffic moving (and 
keeping resident stress low), you are gi\'en 
the most control over elevators in this 
game. Clicking with the “examine” tool 
over an elevator shaft tvill bring up the 
planning window for that shaft. The Avin- 
dow jjrovides you with a way to jirogi'am 
elevator movements during certain times, 
such as telling elevators to “express to 
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boltoni” cliii'ing the 
5 p.in. nisli to get 
lionic (ihoiigli il' 
you have a lot of 
condos on tlie uj> 
per lloor, )’ou will 
need to have at 
least one elevator 
“express to top" to 
get those people 
home and into a 
diy martini before 
5:15 p.m.). 

^’oll can also 
conirol such 
things as how 
many doors below 
oi‘ above an eleva- 
tor may be called 
away from its cur- 
rent Hoor. Since 
SiM'l'owiat is a 20 
simulation of a SI) building, you can 
also do the unexpected, such as placing 
several elevators in the same shaft. 

THE PINAL PLOOR 

So how does SimTowlr stands up to its 
Ollier Sim-brethren? As I’ve said, it has a 
much more clearly defined “goal” than 


the SimCities and fewer variables for the 
player to juggle, making it a little more 
accessible. On the other hand, it certainly 
isn’t a deep game, and while it might 
take some time to get a tower up to “tow- 
er” level, once you accomplish that lofty 
peak, I’m not convinced that you’d want 
to play the game again. 


In addition, the “flat” nature of the 
building and the chaotic “build as you 
go” approach seiwe to throw reality out 
the window. You really don’t ever get the 
sense that the virtual building you are 
creating is a “real” building. Whereas you 
could leam some real world lessons from 
eveiy other SimGame, there not much 
hope of that here. 

But if the other SimGames were a little 
too chaotic for you, then I’m sure you’d 
like SimTowtr. If you’re obsessed with el- 
evators, then you’ll love it. Hard-core 
SimGame fans should just beware that 
while SimTower reaches for the sky, it 
doesn’t run veiy deep. 


THE EDITORS SPEAK I 


SIMTOWER 

RATING 

PROS Quick to learn, fun to play, 
and \vith more concrete game goals 
and success levels than in the SimCi- 
ties. 

CONS Has an artificiality about it, 
and the elevator management aspect 
can be a chore. Limited replay value 
once you “kiss the apex.” 


s 

t 


The Serious Wargemer Knows His True Aiiies 



Tigers On The Prowl " 
Aide De Camp " 
Point Of Attack"' 


HPS Simulations 
P.O. Box 3245 
Santa Clara, CA 95055 
(408)554-8381 


The WARGAMER’S Computer Company” 
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REVIEW I 


Welcome Back 
To The Machine 


Sierra’s The INCREDIBLE MACHINE z 
Will Put Your Brain Back On The Wrack 


by Jason Kapalka 


F or Tiiosi'', WHO I'Kia. riiERr. can 
NEVER HE I'OO MANV CJADtJEl'S, TOO 
MANY CON'l'RAin iON.S, TOO MANY 
wonky gizmos and liyperconipli- 
caiect widgcis in Uio world, die ar- 
rival ol' the latest installment in Sierra’s 
The iNCREOiHi.E Mac;hine saga is catise 
I’nr jubilation. Even lliose who have 
nightmare llaslibacks of liigh-school 
physics class at the mention ol' the word 
"ptilley” may find themselves drawn in by 


drop a weight with a rope attached to a 
matchbook, wliich would ignite and start 
a rocket’s fuse, which would. ..you get die 
idea. The Increijihle M.\c:iiine then be- 
gat The Even More Incredihi.e 
Machine, which in turn liegai Sii) And 
Ah’s Incredible Toons, which lias since 
returned to the family with the new 
moniker of The Incredible Toon Ma- 
chine, and gone on to spawn The In- 
credible M.-'iCHINE 2 n'IM2). 


The Incredihi.e M.-\- 
CHINE 2’.s gorgeous, 
whimsical graphics, 
only to find ihem- 
selves puzzling over 
a ghastly web oi' 
ropes, rubber bands, 
engines and gears, 
toasters and can- 
nons at four in die 
morning, knowing 
the springboard is 
in the right place to 
catapidt the rtibber 
bail into the hoo)), 
but wondering how 
in tarnalion to get 
that unspeakable 
firecracker lit with 
the laser beam... 

First, a quick history lesson for those 
coming late to the “Machine” stoiy. In 
the beginning there was 'fiiE Incjredible 
Machine, an addictive ptizzle game in 
tvhich players were challenged to build 
weird, Motisetrap-style devices which ac- 
complished their goals in monstrously 
circuitous fashion: a falling ball might Hip 
the switch on an engine, which would 
turn gears via an elastic band, which 
wotdd activate a treadmill, which woidd 


In some ways, 
very little has 
changed since 
the original TIM 
was published a 
few )’ears ago. As 
Led Zeppelin 
said, the interface 
remains the 
same — an intu- 
itive click-’n’- 
drag niotise 
operation, 'fhe 
goal in all the 
“Machine” games 
is also identical: 
starting with an 
incomplete or 
non-functional 
machine, you 
plunk down gadgets and devices until ei- 
ther the tiling does what it’s stipposed to 
do (launch a missile off the sci'een, leed a 
chunk of cheese to a cartoon mouse, 
whatever) or )'our brain implodes undei' 
the iveight of the logistical demands. Like 
its predecessors, TIM2 includes a large 
number of easy puzzles to acclimate the 
newcomer; however, I suspect the harder 
of die 150 puzzles (say, the latter hall) 
will leave more than a few collapsed cere- 


The Inceeoible Machine 2 


Price: $44.95 
Floppy, $49.95 
CD-ROM 
System 

Requirements: 

IBM compatible 
386SX or better, 

2 MB RAM, VGA 
graphics, 5 MB 
hard drive space 
(floppy), mouse; 
supports PAS and Sound Blaster- 
compatible sound cards 
# of Players: 1-2 (same computer) 
Protection: None 

Developer: Jeff Tunnell Productions 
Publisher: Sierra On-Line 
Bellevue, WA 
(800) 757-7707 




bclltmis out there in the conipuier gam- 
ing world. 

'fliere arc differences in TIM2, ol' 
course, but they are, as they say, more 
evolutionary than revolutionary. Cer- 
tain aspects have been streamlined or 
even eliminated. While the original 
TIM kept a running point total based 
on the dilficull)’ of jiuzzles solved and 
the time involved, TIM2 dispenses en- 
tirely with the scoring system, and wise- 
ly loo: just solving the cursed things is 
more than satisfying enough, and after 
three hours of sweaty mental struggle, 
who ivants to be penalized for not being 
fast enough? Not I. 

But the single liiggest change is in the 
gi'aphics and animation, which are now 
extremely tasty eye-cand)’ rather than 
functional Puzzle Solving Units. Rockets 
bulge and hose fire as they launch, fire- 
works exjdode in multicolored sprays, 
blenders gi'ind and shiver, toasters eject 
their cargo with an animated hiccup, 
Zeppelins crumple into flaming wreck- 
age when punctured. Make no mistake, 
you’re still engaged in pure and intense 
cerebral work here, but it is nice to have 
a more attractive playfteld. The addition 
of background graphics like clouds, 
stars, mountains and forests is likewise 
engaging, thotigh it changes gameplay 
not ii whit. 

That gameplay. by the way, is en- 
hanced with a parcel of new parts for the 
Machine, leaving the player over a hun- 
dred pieces with which to tinker: lasers 
and j)hazers, iDalloons and blimps, lava 
lamps and flashlights, nitroglvcerine, dy- 
namite, remote-control bombs, ^’acuums, 
fans, coffee pots and antigrav pads, all 
are ;it your disposal, along with a wealth 


178 COMPUTER GAMING WORLD • APRIL 1995 





CHIPS & BITS 

INC. 

PO BOX 234 Dept 10246 ROCHESTER. VT 05767 

Call 800499-4263 Fax 802-767-3382 lat'l 802-767-3033 Sourca 10246 



6 Bin Arcad Pwr Stk S39 
Batter Up $64 

Compelitlon Joystck $59 
GercsIsCD Sysa $229 
Gen Sys/Llon King $139 
Gen Team Player 2 $34 
Mega Mouse $34 

Remote Arcade Sys $36 


Addams Pamlly $56 
Advs Balmr&Robin $46 
Akira CD $54 

Batman & Robin $52 
BatimamRevng Jokr $34 
Boogerman $49 

Corpse Kiiier CO $52 
Dark Seed CD $52 
Death of Superman $52 
Dracuia CD $49 

ECM Dolphin $52 
Earthworm Jim CD $52 
Flinstones Movie $56 
FlinkCD $52 

Flashback CO $46 
Incredible Hulk 2 $53 

Indy JnesLst Grade $39 
iron Helix CD $49 
Jungle Book $56 


Jurassic Park Ramp $49 
Lion King 
Loadstar 2 CD 
Lrds of Thunder CD 
Mansn Hiddn Souls 
Mickey Mania S CD 
MystCD 

Out of Ihis Wrld CD 
Phantom 2040 

Power Rangers CD 
Return of the Apes 
Revolution X 
Rise of the Dragon 
RoboCopVTormnatr $56 
Scooby Do $52 

Shadow of Beast 2 $52 
ShinobiS $42 

Snatcher CD $44 
Sonic Pinbail $43 
Sonic Hedgehog 4 $59 
Space Ace CD $52 
S&V:Max Carnag $54 
SlarGate $54 

Syivester&Tweety $54 
The Punisher $56 
Thunder in Paradise $52 
Time Cop CD $48 
Vikings 2 $46 

Vitluai Springfieid $56 
Warrior of Rome 2 $54 
Who Shot John Rck $49 
X MEN 2 $52 


Baltleloch $54 

Eye of Beholder CO $42 
Lunar 2 $54 

New Horizons $62 
Phantasy Star 4 $82 

Popful Mail CD $49 
Revngr of Veng CD $44 
Shining Force 2 $66 


Battle Corps CD $44 
Combat Cars $39 
Daytona USA $79 
ESPN SpdworldCD$56 
Flying NghlmarsCDS44 
Megarace CD $42 
Midnight Raider CD $52 
Outrunners $56 

Rally CD $54 

Road Rash 3 $52 

Rock & Roll Racing $49 
SeaQueslOSV $56 
Super Bike Chlingo $49 


Contra Hard Corps $49 
Crime Patrol CD $49 
Drug Wars CD $49 
Exo Squad $52 

Fire Team Hogue $49 
LelhlEnloicr2 $44 
Mad Dog McCree 2 $49 
Rebel Assault CO $39 
Surgical Strike CD $52 
Urban Sirlke $52 
View Piont $56 

Zero Tolerance $52 



Aero Biz $56 

Aero Biz Supersono $59 
BrainDead 13 CD $49 
Caesars Palace $49 
Columns 3 $46 

Dark Ride CD $54 
Dune CD $49 

Generations Lost $49 
HUMANS $36 

Lemmings 2; Tribes $56 
Liberty or Death 556 
Mega Bomberman $44 
NFL Trivia CD $49 
Pac Man 2 $52 

PowermongerCO $43 
Rise of Ihe Phoenix $58 
Risk $46 

Rmnce 3 Kingdm 3 $59 
Theme Park CD $44 
Wheel Fortune CD $52 


Art of Fighting $49 
Ballz $49 

Claylighter $52 

Cybemaughls $54 
Double Dragon 5 $52 

Eternal Champs CD $46 
Falul Furry CD $49 
Juslibe League $58 
King of Monsters 2 $49 
Kng FuiLegnd Cor, $58 
Rise of Robots CD $49 
Samurai Shwdn CD $49 
Spr Street Fighter 2 $59 
Spreme Warrior CD $52 
Virlua Fighters $79 


Bass Maslrs ClassicSS6 
Bit Walsh Clg Fb'95 $54 
ESPN Hockey $58 
ESPN NBA Hangtm $58 
FIFA Intrntnl Scrss $54 
NBAJamTourn.Ed $62 
NBA Live '95 $56 

NFL Football' 95 $54 

NHL Hockey '95 $54 

Rugby Wrld Cup'95 $52 
Slam City CD $52 
Slam Masters $54 
TNN BassTourn. $49 
Tecmo Supr Bowl 2 $58 
WWFtRaw $59 


Genesis 32X Syst $139 


After Burner $48 

AlienTrilogy $62 

Alone in the Dark $52 
BlackThorne $52 


Bump 8 Run Driving554 
Cadillacs 8 Dino's $56 
Collage Basketball $62 
Collage Football $59 


Chaotix $56 

Claytlghler2 $52 

CyberBrawl $59 

Dark Hido CD $58 

Doom $59 

Dragons Uir 2 $52 

Fahrenheit CD $52 

Flying Aces CD $52 

Farenhoit CD $52 


Golf Mag 36 Grl His $62 
Incredible Hulk 2 $54 

Izzy Olympic Quest $52 
KingdomiFar Rches $59 
Loadstar 2 CD $58 
Metal Head $59 

Midnight Raider CD $56 
Mortal Kombat 2 $62 

Mother; Base $52 
Motocross Champ $52 
NBAJamTourn $62 
NFL Instant Replay $56 
NFLQuartcrbck CIb $56 
Over Drive $94 

Pitfall $59 

Power Rangers CD $52 
Primal Rage $58 
RayMan $54 

RBI 95 $57 

Revolution X $59 
Slam City $59 

Star Wars Arcade $52 
Stellar Assault $59 
Supremo Warrior $59 
Totally Brutal $52 
Virtua Racing DIxe $59 
Voyager Star 2 $54 

WWFiRaw $59 

Zorro $54 





‘NBA JAM; 
TOURNAMENT 
EDITION’ Slam 
home all the 
excitment of the 
arcade sensa- 
tion. Over 1 00 
stars, 9 all new 
rim-rattling 
monster dunks, 
post season 
action, power 
up icons, hot 
spots, injuries, 
subs and new 
secret charac- 
ters! 32X SS9 


‘DRAGON: THE 
BRUCE LEE 
STORY’ The 
spirit of martial 
arts master 
Bruce Lee lives 
on in Dragon, a 
dangerously life- 
like combat sim- 
ulation based on 
his biographical 
film. Apply disci- 
pline and age 
old fighting tech- 
niques to subdue 
opponents. 
Jaguar 339 


’GENESIS 32X SYSTEM’ Genesis 32X will turn 
your existing Genesis & Sega CD into state-of-the- 
art machinesi Features crisper & smoother video 
footage never before seen at home. S99 


‘PHANTASY 
STAR IV’ 

Horrifying bio- 
monsters have 
once again 
cursed the 
Motavian land- 
scapes. Discover 
the dreaded Dark 
Forces behind 
them. Offers dra- 
matic battle 
sequences with 
fully animated 
characters 
and back- 
grounds. $82 


Batter Up $64 

Lelhal Enfarers Qh 2$18 
Over Drive $94 

Power Plug $34 

Pro Aclioh Replay $54 
Pro Pad Pregram $14 
Super Link $29 

Super Multitap $32 
Spar Nintendo Sys $149 


Act Raiser 2 
Adams Family Vais 
Adv BatmanSRobin 
Akira 

Beavis 8 Bult-Kead 
BlackThorne 

Death of Superman 
Donkey Kong Cnlry 
Earthworm Jim 

Indiana Jones Great $62 


Jurassic Park 2 $56 

Knight of Round TbI $44 
Lion King $64 

Mickey Mania $58 
Ogre Battle $58 

Pitfall $61 

Power Rangers $59 
SeaQuesf DSV $59 
Speedy Gonzales $52 
S&VtMax Carnage $62 
SlarTtkOpSpac9 $56 
Steven Seagal $54 
Super Godzilla $54 
Spr Return ol Jedi $63 
Tarzan $52 

Virtual Ban $49 

XMEN $59 


Brain Lord $56 

Breath of Fire 2 $64 

Dragon Warrior 5 $66 

DragonVIew $62 
Final Fantasy 3 $66 

First Queen $56 

Golden Empire $62 
Illusion of Gaia $64 
Lord of the Rings $54 

Might 8 Magic 3 $59 

New Horizons $62 
Obitus $58 

RoboTrek $58 

Ultima 7:Black Gale $59 
Warrior of Rome 3 $52 


Ballz $49 

Best ol the Best $46 

Claylighter 2 $58 

Double Dragon 5 $56 

Fatal Fury Special $59 

Fighters History $56 

Justice League $64 

King of Dragons $46 

KuhgFu $59 

Mortal Kombat 3 $69 

Rahma1/2 2 $59 

Rise oMhe Robots $62 


Samurai Showdown $59 
Super SI Fighter 2 $66 

World Heroes 2 $56 


Clue $46 

Genghis Khan 2 $56 

Jeopardy 2 (Olx) $52 
Lemmings 2:Tribes $56 

Lord of Darkness $56 
Mario Paint $54 

Metal Marines $59 

Mighty Max $54 

Operation Europe $62 
Pinball Fantasies $52 
Rise ol the Phoenix $58 
Risk _ $52 

Romneo 3 Kingdm 3359 
Sper Battleship $44 
Sper Bombeiman 2 $52 
Sper Caesars Palce $49 
Super Conlllcl $49 

Super Pinball $49 

Tetris 8 Dr. Mario $56 
The Brainies $54 
Theme Park $56 
Wario's Woods $48 
Wheel of Fortune 2 $48 


JAGUAR 


Aero Fighters $52 
Air Cavalry $49 

Air Strike Patrol $56 
Al Uhser Jr Racing $52 
Carrier Aces $52 
ChoplifterS $44 

Comanche $59 

DinTraxFX $59 

Freeway Fly Boys $52 
Full Throttle Racing $58 
Kyle Petty Reg $54 
Micro Machines $56 
N.Mansell Indy Car $59 
Pacific Theafr Ops $59 
Rally $58 

Speed Racer $49 
Star Fox $49 

Star Fox 2 $62 

Star TrekiSlarfleet $52 
Street Racer $56 
Super Bike Chaing $54 
Top Gear 3000 $56 

Turn 8 BumiNo Fly $52 
UhlRacerS $48 

Urban Strike $59 
Wild Trax $52 

Wing Commander 2 $62 
World Champ Rally SS2 


ACME Animation $64 
Aero Biz Spersonic $56 
Animanlacs $54 

BreakThru $44 

8ust-A-Move $42 
Civilization $56 

Genghis Khan 2 $56 

Kirby's Avalanche S52 
Lemmings 2: Tribes $56 
Metal Mariens $59 
Operation Europe $62 
Rise of the Phoehix $58 
Risk $52 

Sper Bomberman 2 $52 
Super Pinball $49 
Super Tetris $49 
Wild Snake $46 


OparalnThunderbll $54 
Super R-Typa 3 $56 

Spr Soniq Blaslmn 2S56 
Super Turrican 2 $56 

Tin Star $48 

Vortex $49 

Wild Guns $54 


Bass Masters Clas $59 
Bassin's Black Bass $62 
Brett Hull Hcky '95 $49 
Cannondalo Cup $52 
Championship Pool $49 
ESPN Football $58 

ESPN Hockey $58 

FIFA Intemalnal Scr$52 
F. Thomas Big Hurt $66 
Kirby's Dream Crsa $54 
Looney Tunes BBallS59 
Madden Football 95 $56 
NBA Jam Session $54 
NBAJamTourn $66 
NBA Live 95 559 

NCAA Bsktbl Final 4$56 
NFL Ouarterbek CIb $66 
NHL Hockey 95 $54 

PGA Tour III $59 
RBI 94 $49 

Slam Masters $56 
Sporting News Bsbl $59 
Spr Bases Loaded 3$62 
Super Punch Out $56 
TNN BassTourn $56 
Tecmo Baseball $56 
Tecmo Hockey $58 
Tecmo Sper Bowl 3 $59 
TroyAikmanFtball $59 
WWFtRaw $66 



Syst W/Lion Kng $129 
Beavis 8 Butt-Head $34 
Dynamite Headdy $34 
Itchy 8 Scratchy $34 
Lion King $38 

Mortal Kombat 2 $39 

NFL '95 J.Montana $38 
NHLAIISIarHckey $38 
SeaQuesl DSV $38 
Shining Force 2 $42 

Sonic T riple T rouble $38 
XMen2 $38 


Jaguar CD Sys $149 

Jaguar System $249 

Air Car Wars $52 

Alien Vs Predator $56 

Arena Foolball $54 

BaldyCD $52 

Barkley Bsktball CO $52 
Balman Forever $59 

Battle Morph CD $52 

BrainDead 13 CO $52 

Brett Hull Hockey $59 

Cannon Fodder $54 

Castle Wolf 3D $39 

Chaos Agermda $52 

Club Drive $49 

Creature Shock CD $52 
□amolitiohManCD $52 
Doom $59 

Double Dragon 5 $52 

Oregon's Lair CD $52 

Dragon $39 

Dure $54 

Flight for Life $59 

Flashback $52 

Guhship2000 $54 

Hardball 3 $52 

Hammer Head $59 

HotTorscope $54 

Hover Strike $52 

Iron Soldier $54 

KasumI Ninja $59 

Phoar $54 

Pinball Dreams $54 

Primal Rage $58 

RayMan $58 

Rise of lha HoBOIS $59 
Sir Raider 2000 CD $52 
Syndicate $58 

Tempest 2000 $52 

Tiny Toon Advs $52 



Art of Fighting 2 CD $69 
Fatal Fury Spec CD $69 
Kng ofFighlr94CD $69 
Kng of Monslr 2 CD $69 
Riding Hero CD $69 
Samurai Shwdn 2 $229 
Soccer Brawl CD $69 
Spr Sidekicks 2 CD $69 
Windjammers CD $69 


300 Gun $44 

300 Sys Pansonc $399 
ItlhHour $59 

Alone in the Dark $46 

BrainDead 13 $52 

Clayfighter 2 $46 

Creature Shock $54 

Dragons Lair 2 $52 

FIFA Inlemalhl Scr $52 

Flight Slick Pro $99 

GEX $52 

Grandest Fleet $56 



IsharS $52 

KjhgdomrFar Rchs $46 
Mad Dog McCree 2 $54 
Magic Carpel $54 
Need for Speed $52 
Nighi Trap $52 

Off Wrld Interceptor $52 
PGA Tour $54 

Pitfall $54 

Quarantine $34 

Rebel Assault $52 
Rise of Ihe Robots $52 
Robinson Requiem $52 
Samurai Showdown $52 
Shadow Caster $52 
Star Control 2 $52 

SprStFighl2Trbo $59 
Way of the Warrior $52 



450-Magnavox Plyr$289 
550-Magnavox Plyr$479 
7th Guest $52 

Axis & Allies $44 
Bum Cycle $46 

Kingdom $44 

Naked Gun 33 1/3 $24 
Space Ace $52 

SlarTrekS $22 

Voyer $44 

CGW 495 V 
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of less glamorous gadgets like gears, 
ropes, cables, belts and the ever-popular 
pulley, Figuring out what all these wid- 
gets do could have been a nightmare, but 
there is extensive on-line help available, 
and even better, a set of simple tutorial 
puzzles that introduce the player gradual- 
ly to all the pieces. 

There is a final class of parts I’ve left 
for last, because sadly they represent, if 
not exactly a step backwards, a certain 
staidness of design. These are the living 
creatures available to you in the game: 
Mel Schlemming, a little humanoid 
munchkin; the reptilian Edison Alligator; 
and Curie Cat and Newton Mouse, who 
are about what you’d expect. The critters 
are placed and used exactly like machine 
parts, except that they exhibit more mo- 
bility and “personality” than your average 
cog: Curie Cat will pursue Newton Mouse 
or cans of cal food, Newton Mouse scur- 
ries for cheese or his mouse hole, Edison 
chomps whatever comes near and belts 
objects with his tail. Mel generally Just 
waltzes back and forth and looks stupid. 

What’s wrong 
with these guys? 

Nothing’s wrong 
with them — they 
add humor and 
depth to the 
game — it’s just that 
they could have 
been done so 
much better, as ev- 
idenced by SiD And 
Al’s Incrkdible 
Toon.s/Incredible 
Toon Machine. 

Sid and Al, the cat- 
and-mouse pair in 
the earlier game, 
were beautifully an- 
imated cartoons in 
the best ultraviolent Warner Bros, style, 
who were continually exhibiting new be- 
haviors as you subjected them to danger 
and opportunity. Sid cliortled as a bomb 
blew Al to a blackened cinder, Al yowled 
in pain and Hew straight up if he landed 
on a pin, and so forth. Curie and Newton 
in TIM2, amusing as they are, just don’t 
have the charisma of these two; I kept 
hoping Sid and Al would make a surprise 
comeback to blow these colorless 
usurpers off the screen. 

'Fhese matters aside, TIM2 does have 
some new features that Sid and Al would 
have killed foi-. As in earlier “Machine” 
games, an easy-to-use puzzle editor is in- 


cluded, but unlike earlier entries, TIM2’s 
editor allows you to define the conditions 
under which a puzzle is considered 


“solved” — no more “honor system.” The 
user is thereby empowered to create puz- 
zles every bit the equal of the ones includ- 


ed with the game. If TIM2 lakes off, you 
can expect to see lots of home-made puz- 
zles archived on BBSes and various on- 
line services. The ability to add 
background scenery to your puzzles is an- 
other plus, although it would have been 
nice to import your own grapliics. 

Also new is an on-line hint system that 
gives much-needed advice Ibr many of 
the puzzles, although the hardest seem to 
have left this option out. User-made puz- 
zles can include hints as well. 

Finally, 'flM2 includes a two-player 
game. Sony kids, no modem or network 
play — this is strictly a head-to-head one- 
computer match. In this mode, players 


take turns trying to solve a puzzle. A 
time limit is set for each turn, during 
which the player is allowed to add one 
new piece from the 
parts bin to the 
puzzle, and to 
move or remove 
one old piece. If it 
looks like your ri- 
val is close to fig- 
uring it out, you 
can move things to 
obstruct him, or 
otherwise place 
pieces so that (in 
theory) the puzzle 
cannot be finished 
until it’s your turn 
once again. The 
two-player game 
isn’t going to woo 
anyone from 
DOOM Death- 
match or on-line ‘mech battles, but it 
does offer another twist. 

Cooperative play is also possible, in 
the same way it’s always been available, 
i.e., get some pals to make suggestions 
over your shoulder. For the harder puz- 
zles, you’ll need all the help you can 
get — the things may well have been de- 
signed by Satan himself, though His In- 
fernal Majesty is missing from the 
credits. 

The low violence level, charming 
graphics, and — eep! — ’’educational” 
content of TIM2 make it a good choice 
for parents looking for games that don’t 
involve homicide, xenocide, genocide 
or xenogenocide, but remember that 
later puzzles are fully capable of bring- 
ing NASA engineers weeping to their 
knees, never mind little Johnny. Mature 
gamers looking for a stern test of their 
intellectual prowess will also be delight- 
ed. Now if only Sid and Al had made it 
in. ..well, there’s always TIM3. 


THE EDITORS SPEAK. 


THE INCREDIBLE MACHINE 2 

bating 

PROS Great graphics, more parts, 
more puzzles, a better editor, Clevel- 
and absorbing gameplay. 

CONS None, really, though it might 
not be to some folks’ taste. The two 
player compedtive mode could have 
iDeen better. And where the heck are 
Sid and Al? 



THE KAPAIKAN CONTRAPTION Using TIM2’s puzzle building tools, the author 
designed this scheme to send an ancient race into space. 



TOO POOPED TO POP Nothing is ever easy in TIM2. The simple act of 
popping a balloon requires a laser, a vacuum, a cannon, a lava lamp, and 
several million of your over-worked neurons. 
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PC GAME PRICES 

SbaSHED 


TITLE 


SALE 
SRP PRICE 


10 Year Anthology 

Aegis: Guardian of the Fleet 

Air Havoc 

Alien Logic 

Alone in the Dark 

Armored Fist 

Carmen SanDiego Jr. Ed. 

Colonization 

Cyolemania 

Dark Sun 

Dawn Patrol 

Day ot the Tentacle 

Dinosaur Adventure 3D 

Dream Web 

Dune 

Eostatica 

Fortress Dr. Radiaki 
Gabriel Knight 
Hell 
Inferno 

Journeyman Project Turbo 

Labyrinth of Time 

Lawnmower Man 

Leisure Suit Larry 6 

Naval Pack 

Novastorm 

Peter & the Wolf 

Quarantine 

Ravenloft 

Rebel Assault 

Red Shift 

Return to Zork 

Rise of the Robots 

Seinfield Screen Saver 

Shadowcaster 

Sim City Enhanced 

Saturday Night Live 

Space Pirates 

Star Crusader 

Star Trek MM Collection 

Star Trek 25th Anniversary 

Strike Commander DIx. 

Trivial Pursuit 

Trump Castle 3 


$59.99 

$69.99 

$49.99 

$64.99 

$59.99 

$64.99 

$44.99 

$59.99 

$49.99 

$59.99 

$54.99 

$49.99 

$64.99 

$39.99 

$64.99 

$44.99 

$44.99 

$59.99 

$59.99 

$59.99 

$54.99 

$59.99 

$49.99 

$59.99 

$49.99 

$49.99 

$59.99 

$49.99 

$59.99 

$59.99 

$59.99 

$54.99 

$59.99 

$49.99 

$59.99 

$59.99 

$39.99 

$49.99 

$49.99 

$39.99 

$69.99 

$69.99 

$39.99 

$39.99 


$ 14.88 
$ 29.88 
$ 19.88 
$ 29.88 
$ 19.88 
$ 29.88 
$ 19.88 
$ 29.88 
$ 24.88 
$ 19.88 
$ 24.88 
$ 24.88 
$ 14.88 
$ 19.88 
$ 19.88 
$ 24.88 
$ 19.88 
$ 19.88 
$ 29.88 
$ 29.88 
$ 24.88 
$ 14.88 
$ 14.88 
$ 24.88 
$ 24.88 
$ 19.88 
$ 24.88 
$ 19.88 
$ 19.88 
$ 29.88 
$ 29.88 
$ 24.88 
$ 29.88 
$ 19.88 
$ 14.88 
$ 19.88 
$ 14.88 
$ 24.88 
$ 14.88 
$ 9.88 
$ 24.88 
$ 39.88 
$ 24.88 
$ 14.88 


TITLE 


SALE 


Ultimate Football 

Under a Killing Moon 

Vortex: Quantum Gate 2 

Wing Commander 3 

Wolfpack 

Wrath of Gods 

Zephyr 

And More! 

$59.99 

$99.99 

$59.99 

$69.99 

$39.99 

$49.99 

$59.99 

$ 29.88 

$ 39.88 

$ 29.88 

$ 39.88 

$ 19.88 

$ 19.88 

$ 14.88 

PC 3.5 (FLOPPY) 


1942 Pacific Air War 

$59.99 

$ 29.88 

Aces of the Pacific 

$39.99 

$ 19.88 

Art of the Kill 

$29.99 

$ 9.88 

Carriers at War 2 

$49.99 

$ 14.88 

Chess Master 4000 Windows 

$44.99 

$ 24.88 

Colonization 

$59.99 

$ 29.88 

Dark Sun 

$59.99 

$ 14.88 

F14 Fleet Defender 

$59.99 

$ 29.88 

High Command 

$59.99 

$ 24.88 

Hong Kong Mahjong 

$49.99 

$ 19.88 

Mario Teaches Typing 

$29.99 

$ 9.88 

Monopoly Deluxe 

$44.99 

$ 14.88 

Populous II 

$39.99 

$ 14.88 

Privateer 

$59.99 

$ 24.88 

Raptor (Full Version) 

$24.99 

$ 14.88 

Star Trek: 25th Anniversary 

$44.99 

$ 19.88 

Star Wars Chess 

$49.99 

$ 14.88 

Strategy Game 

$39.99 

$ 14.88 

Subwar 2050 

$44.99 

$ 29.88 

Syndicate 

$49.99 

$ 24.88 

X-Wing 

$49.99 

$ 29.88 

And More! 



MAC 3.5 (FLOPPY) 

7th Guest 

$64.99 

$ 29.88 

Hell Cab 

$64.99 

$ 19.88 

Legend of Kyrandia 

$49.99 

$ 14.88 

MAC CD-ROM 


Power Poker 

$44.99 

$ 14.88 

Chuck Yeager’s Air Combat 

$54.99 

$ 19.88 


Hurry! Supplies 
Are Limited. 


Call Now To Order 

1-800-262-7462 

Or Request a Catalog 


Available By Mail Order Only. Add 
$5 for Shipping & Handling. Offer 
expires 4/30/95. Credit Card 
Purchases Only. Limited to Stock 
On Hand. All Sales Are Final. No 
Returns on Sale Merchandise. 


CA PTRDN 
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SHAREWARE SHOWCASE 


Windows On The 
Shareware World 

by Chuck Miller 



F or a variety of reasons, a large 
niimbei' of gamers are making 
ilie ti'ansition to Windows. At 
the same lime, companies like 
Activision, Siena On-Line and 
Cyberdreams are now develop- 
ing most of their new games 
for Microsoft’s operating system. .'Appro- 
priately, greater numbers 
of shareware games are 
being designed for Win- 
dows, Loo, And, while 
they’re not. in the same 
weight class as games be- 
ing developed by the “big 
hoys," ihe.se low-hiidget al- 
ternatives are still worth 
downloading and playing, 
if only for a free test-run. 

I'VE GOT DEMONS 
IN MV PC! 

’rhotigh it doesn’t feature 
Marlin Short or Dennis 
Quaid, Ol-KRA'IION: INNKR 
Sl'ACt: nevertheless deliv- 
ers a healthy dollop of 
good humor and enter- 
tainment. Darkly parody- 
ing a computer-user’s 
worst I'ear, the game un- 
leashes a horde of demons who have sup- 
posedly loosed all your programs to feed 
on yotir system’s resources. Your only 
hope of restoring order is to enter the 
conijiuier yourself, capture or destroy all 
aberrant icons and face the final chal- 
lenge awaiting you — all from the belly of 
tlie digital beast. But lear not! .-Although 
lia/ards, competitors and the Inner De- 
mon await vou, there are also some wel- 
come allies at your disposal. 


Perhaps best described as “Asteroids 
for the ‘90s,” iNNitR Sf.ACt: has a classic 
look and feel. You maneuver your com- 
puter “self (a tiny ship} around the 
screen applying thrust, turning right, 
turning left or applying breaking 
thnisters while firing away at enemy ves- 
sels and asteroid-like particles of fioating 


DUCK!? In Operation: Inner Space players can choose their own ship shape, in this 
case a duck, and shoot space targets Asteroids-style. 


debris. What makes iNNKR Sl'ACt', unique is 
a gameworld that is dyiiiimically generat- 
ed from the contents of your hard drive 
as you play. The “zones” you must ])urge 
are primarily the contents of the directo- 
ries on your hard drive, each chock full of 
icons and adversaries to capture and/or 
destroy. 

Innkr Si’.\CK comes equipped with a lull 
complement of u.ser-(Viendly features and 
customization options. Your computer 


“ship” can be represented by a wide vari- 
ety of animated icons including numerous 
space ships and animal shapes. Some of 
my favorites are the Duck, Fruit Bat and 
Beaver, but, unfortumitely, there are no 
“Pigs” in Innkr Srace. 

If you aren’t happy with the available 
ships and their abilities, you have the op- 
tion ol' heading to the Ship 
Factory. This is an editing 
and cretition tool that can 
modily existing shijjs’ ap- 
pearance and bebavioi', or it 
can be used to create entirely 
new creiit. Another nice 
touch; the game greets you 
each play session by name 
and day, as in “Fli, Clhuck! 
It’s Saturday afternoon....” 
Fhese are just a partial indi- 
cation of the extra efiort that 
has gone into the develop- 
ment of this game. 

Inner St’,\t;E even llirnishes 
an instructi(uial tutorial in 
which the comjxiler pilot ex- 
plains what he’s doing and 
why, providing an easy way to 
learn the game. (I'bis etiables 

you to avoid that most 

hideous of last resorts — read- 
ing the instructions.) Fach lime the tutori- 
al runs, it continues from where it 
previously left off, ijroviding more ad- 
vanced instruction as it goes. Though 
gameplay is not diflictilt, this is still a 
handy feature. 

Of course, there is a “vacuum” in In- 
ner Spac:e: the ship control is by key- 
board onl)’. A\'hile it works okay, 1 
definitely prefer a joystick for this type of 
game. .A.iso, the interface, which resem- 
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bles a wiiiclowccl circuit board with a 
status panel, lacks the design sopltistica- 
lion that charactcri/.es the rest of the 
game. Since all of the game|)lay occurs 
witliin its conl'incs, more aiiention 
should have been paid to its design. 

Another problem with Innkr Si’.ACt: is 
its owit built-in advertising. Wiihoiir 
consulting the gamer, it 
automatically replaces 
the user’s screen saver 
with its own. The I'irst 
lime the screen saver 
kicked in alter installing 
the game I almost had a 
coronary, thinking that 
the game was actually a 
cleverly disguised virus, 
aiifl that all my crucial 
business data had been 
wiped out. I’m not oj)- 
j)osed to advertising, but 
a program that changes 
(my user settings should 
do so only with the user’s 
I’ull permission and 
knowledge. In addition, 
the instalhition creates 
about a hall'-do/.en flirec- 
tories scattered all over 
your hard drive that 
should have been conllned within the 
iN'Nf.R Sl'ACK director)' itself. 

Still, apart li'om an unattractive inter- 
face and the (]uestionable alteration of 
the user’s default screen saver, Oi'KICA- 
riON: Innkr Si’ack oilers a creative and 
entertaining nvist to a classic game idea. 
And the inclusion oIThe Shij) I'ticioiT is 
frosting on the cake. 

The shareware version of Oi’KRA'I'ion: 
Inner Sr.ack c;in be yours for the down- 
load (INSlWC./dP). When you’re ready 
to send for the registered version, shoot 
a payment of .S‘29.9.o (US) to: Software 
Dynamics Inc., 84 Coach Cafe Way SW, 
Calgary, AB Canada or call (800) 
30SPACF. with a credit card in hand. 
The registered version includes the 
complete working gante, plus full print- 
ed documentation. 

JUST ME AND MAH JONCG 

When 1 downlotided Maii Jonoc I ex- 
pected the traditional tile game. To my 
surjjrise, I discovered a rendition of the 
classic Oriental game played as ti four- 
handed game of ctirds, only with Mali 
jongglilcs. 

A beautifully i-endei'ed game, Maii 


ftiNOC. is played in hands, with a mini- 
mum of four hands making up a round 
;md four rounds comprising a game. 
Kach of the four “Winds” must have 
their turn as Wind of the Round, and 
each player must have four turns play- 
ing the East Wind. Though the mini- 
mutn number of hands in a game is 16, 


there may be more if the East Wind 
player continues to win. “Going Mah 
jongg,” the object of the game, is ac- 
complished by completing a hand of 14 
tiles. Scores are then calculated based 
u|jon the tiles in each player’s hand be- 
fore the next hand is played. 

While a knowledge of traditional Mah 
]ongg is helpllil, a careful reading of the 
game rules is all that’s really necessaiy 
to j)lay. Watching the computer play all 
four Winds also helps you in under- 
standing the rules of the game. 

During each hand, the goal is to com- 
plete tile groups, combinations of three 
or four tiles, called Chow, Pung and 
Kong (which are, oddly enough, also the 
daily specials at my local Chinese restau- 
rant). A Chow is ci'eated by picking up a 
tile discarded by the player on your left, 
a Pung is fashioned by picking up a tile 
discarded by any player that matches 
two identical tiles already on your stake 
(kind of like tlie wooden tile rack in 
Sc;rahbli:), and a Kong is completed 
when you pick up a tile discarded by any 
player and combine it with three identi- 
cal tiles on your stake. This forms the 
basis of Mam Jongg, though there are 


other details that come into play such as 
replacejnent tiles and Special Ilands. 
The game also requires a familiarity 
with the 144 tiles in the set. 

I must admit, my first reaction to 
learning yet another comjniter card 
game was not all that positive. Howev- 
er, Mam )onc:g offers such a unic|ue 
twist, combining ele- 
ments of cai'ds and the 
ancient Chinese game, 
that I quickly became 
enthralled. There are, 
however, a few down- 
sides. The shareware 
version has limited play 
options. You can’t save 
()r open any files, you 
can’t employ any num- 
ber of special features, 
and you aren’t allowed 
to cheat. In addition, 
registration is a bit in- 
convenient as the devel- 
oper is based in France. 
So, you will need to get 
an international money 
order, send it overseas, 
and wait for your regis- 
tered copy to arrive. 

Still, for a uni(|ue and 
enjoyable chatige of pace, Maii [gngg 
(MAH) BB. ZIP) is Ires magnifKjuel If you 
need a greater mental challenge than 
many Windows games can offer, Maii 
JONG f; is worth the registration fee. 
Send an International Money Order for 
.S29.95 (US) to: Bloem, 69 Allee des 
Plaqueminiers, lie Verle, 06560 Val- 
botine, France. Ifytnir system can run 
Windows 6. 1, you’ll have no j)roblem in- 
stalling and playing Mam JongGi. 

Chuck Miller, CCAV colnmnisl and edilor 
of InterActive Gaming, u> avuilahle on Com- 
puSenie al 74774,1476, America Online at 
IGAMINC and through the Internet at in- 
teractwe.ganiutg@stiic.bbs.<:om. W 

To locale these games 
on-line, tune in to ilie 
CGW headquarters on 
ZiffNet. Games featured here can be 
downloaded li•om ZillNet both on Com- 
puServe and on Prtjcligy. On Com- 
puServe, go Computer Gaming World’^ 
own forum (GO GAMEWORl.D), Library 
7, Shareware Sizzle. On Prodigy, Jump 
ZiffNet and Search by Fille for the g-ames 
listed here. Or, Search by Category to 
browse the entire Games Libraiy. 
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makeuSySur 

FIRST CHOICE 


ieMt)teks 

5th Fleet • 44 

AD&D Menzoberranzanso 
I Arkanla 2 star Trail 44 
Armored Fist 45 

Batde Bugs 44 

BioPorge so 

Blackthorne 38 

Blak Stone: Plan strike 27 
Breach 3 42 

BreakThru 38 

_ cannon Fodder 27 
|i colonization 49 

; Cyclones 45 

: Dark Forces 49 

Dark Sun Ravager 49 
Dawn Patrol 44 

Deep space 9: Hunt 44 
Dominus 38 

Doom 11: Hell On Earth 46 
Dungeon Master 2 39 

Fighter Wing 38 

Flight commander 2 44 


50 I 


Fortress Dr Radiaki 
Frontpage Baseball 
Iron Cross 
Jorune Allen logic 
Knights ofxentar 
Lords of the Realm 
Metal Marines 
MetalTech: Bat Drome 44 
My Favorite Monsters 33 
Nascar Racing 
Quarantine 
Rise of the Robots 
Rise of the Wad 
simTower 
Space simulator 
star crusader 
Star Reach 
Starrrek Next Gen 
Theatre of Death 
Warcraft Orcs/Humans 44 ] 
Wing commander 
Armada 48 | 

Zephyr 52 1 

, SOUNDCARDS 

'Audio Rock-it 16 69 

SoundBlasterl6Valuil9 : 
sound Blast 16 MCD 149 
Ultrasound 129 l 

wave Blaster 


7th Guest 11th Hour 69 
AD&DMenzo... 50 
Air Havoc Controller 44 
Arkania 2 star Trail 44 
Armored Fist 50 
Battle isle 2200 38 

Blind Date 44 

Bureau 13 44 

Creature Shock 50 
Cyber Judas 52 

Cyberla 50 

CyberWar 50 

cycleManIa 38 

Cyclones 46 

Daedalus Encounter 50 
Dark Forces 49 

DarkSun Ravage 52 
Dawn Patrol 44 

Death Cate 37 

Deep space 9 Hunt 43 


F‘1 6 Flight Control 
Weapons Control II 
Rudder Pedals 
Flight Control MK 1 
T'1 Driving Pedals 


Dominus 38 

Doom II Hell Earth 46 
Dragon Lore 44 
Falcon Gold 59 

Flash Traffic 44 

Flight Commander 244 
Full Throttle 42 

Gadget 50 

Hammer of Gods 44 
Harvester 59 

Heretic Call 

Jorune Allen Logic 44 
King's Quest vii 49 
Knights of xentar 43 
Legend of Kyrandia 344 
LItll DIVil 33 

LodeRunner Returns42 
Lunicus 42 

Madness of Roland 33 


Magic Carpet 47 
Nascar Racing 53 
NHL Hockey '95 39 

Noctropoils 50 

Op. Body Count 33 
Panzer General 44 
PGA Tour Golf 486 50 

Phantasmagoria 49 
Picture Perfect Golf 48 
Python's Waste Time56 
Quantum 2 Vortex 44 
Quarantine 44 

Quest for Glory IV 49 
Ralden 39 

Relentless TWinsen's 50 
Renegade 39 

Rise of the Robots 50 
Rise of the Triad 44 
secrets of StarCate 44 




Space Pirates 
spectre 44 

Star Crusader 44 
Star Reach 44 

star Trek Tech Man. 44 j 
Stonekeep 
System Shock 
Total Distortion 50 
Under a Killing Moon58 
US Navy Fighters 47 
Voyeur 
Warcraft 
Wild Blue Yonder 45 ' 
Wing Commander III 56 i 
Wings of Glory 45 i 
wolf Hunt 39 ! 

WolfPack 38 i 

X-Wing Collector's 50 i 
zephyr 52 ! 




UJould you like to receive 

our 32 page 
ADULT CD Catalogue? 
Circle Reader Service #96 
or send ^ 

M-X-I-S 


Touch The Future! 

SPACE SIRENS 

You are lured by the irresistible song of 
the Space Sirens emanating from a mys- 
terious space station. You venture into 
the domain of the alluring and beautiful 
Space Sirens only to realize that you've 
been entrapped in VR chamber to fulfill 
their every desire. Engage in a search 
and fulfili mission in an exotic interac- 
tive odyssey. $59 

VIRTUAL 
VIXENS 
- f $44 


NEURODANCER $39 
SCISSORS N STONES 

Journey into a realm where beautiful 
women are available to challenge you in 
a game of chance. A 
high tech adaptation 
of the ancient game 
of scissors-rock- 
paper. Featuring 
live action video 
combined with 
3D animation 
and graphics. 


Phone (201)783-3600 • Fax (201)783-3686 • FAXBACK (201)783-3374 


Send Orders To: Mission Control • 7 Oak Place • CGW0495 • Montclair, NJ 07042. MC, Visa, Discover, Checks 
& Money Orders. Checks held 14 days. Please Include Phone # /Shipping $7 OVERNIGHT (most areas) 
International Shipping $25. Add $5 for Ultra Discreet^ Packaging! E-Mail 70007.1324@Compuserve.com 
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HEX, BUGS & ROCK 'H ROLL 


Building Brains Bit By Bit 


How Came Designers Program Computer Pilots To Eat Your Lunch 

by Paul C. Schuytema 


T ill' TKRM “AK'I'II'ICIAI. INTRLLI- 
GENCK” {Ok Al) IS 'rilROWN 
AROUND A LOT IN rilL I’AGlvS OK 
CGW. Flip llioroiigh llie reviews 
in this issue, and you’ll see ref- 
erences to the Lough AI, the 
weak, ihe challenging and the 
push-overs. Wliat llie reviewers are refer- 
ring to is the tolleclion of pi'ogramniing 
routines that control the coni])uler oppo- 
nents and make a game interesting to 
play. Al routines can control anything 
from the movements oi' huge armies and 
fleets in wargames, all the way down to in- 
dividual pilots and drivers in simulations. 

It is these artificial pilots and race dri- 
vers that have caught my attention lately. 
In the earliest simulations, AI wasn’t a 
very good term to use for pilot intelli- 
gence. Basically, compuler-controlled ju- 
lots “Hew the script,” performing certain 
maneuvers during certain situations. Ven- 
erable games like Origin’s Wing Com- 
mander and MicroProse’s Knigiki'.s ok 
THE Sky, white indeed possessing AI rou- 
tines, were C|Liite limited. In certain situa- 
tions, you could always count on a Kilratlii 
breaking left, or a Kokker simply 
corkscrewing around your Camel, but us- 
ing no rtiddei' at all. Alter logging a good 
handful of hours, you could almost always 
predict the moves of your opponent and 
take them out eveiy time. 

In recent games. I've noticed that the 
.\\ opponenls liave ujjped the ante a bit, 
and in I'ai'e cases, are even downright 
challenging to play against. I’ve been 
amazed to lind how skillfully computer 
drivers have nudged my car into a wall in 
NASCAR IUging. I’ve been surprised in 
Wing Commander III at the wiliness of 
certain Kilratlii pilots, who can bank tight 
as they let loose some slam on my similar- 



ity to an ape. More than once 
in 1942: Pacikig Air War 
have I been startled by a 
milk-white Zero screaming 
out of the sun and turning 
light on my tail, peppering 
my Corsair with lead. 

What’s behind this increase 
in the intelligence of these ar- 
lilicia! pilots? And how exact- 
ly does one go about creating 
artificial brains? To lind out, 
1 went to the source — the 
programmers responsible for 
all of my virtual deaths and 
crashes in the three men- 
tioned games. 


LEARNING TO DRIVE 

All of these games are in 
some way simulations that at- 
tempt to process their “world 
data” on the fly. Each second, 
the game is making calcula- 
tions to cliange its world. In 
the package of progi'am rou- 
tines executed in each game 
ctycle, some of the CPU ener- 
gy is spent on calculating Just 
wliat the computer oppo- 
nents are going to do. Con- 
sider NASCAR lUciNG. At 
the beginning of the AI de- 
velopment process, Randy 
Cassidy of Papyrus was told 
that lie would have roughly 
3% of the computer processing lime for 
driver decision making. That worked out 
to approximately 1,000 j)rocessoi- cycles 
|5er car per game tick (in N.-VSCAR, a tick 
is 1/15 ofa second). 

A computer driver, then, does some 
calculations eveiy tick, depending on the 


situation. Each and e\ery tick, a driver 
will “look around’’ his car to gel the “lay 
ol' the track” and determine the next 
move — a break, a swen’c, or a decision to 
pass a slower moving car on the outside of 
a tui'D. Once eacli second, the computer 
di ivcr considers the tire wear on the car 
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One way, or another, you'll go... 






Whatever the landscape, it's all 
deadly ground when you take 
on the maniacs of Desert Strike 
and its nerve-racking 
sequel, Jungle Strike. 

In Desert Strike , Middle 
East madman General 
Kilbaba has put the whole 
world on the brink of war. 

You must fly a series of 
missions in your Apache 
Attack Helicopter and stop him 
using canons. Hydras, and 
Hellfire missiles. Choose your 
co-pilot and 
patrol a real-time 
world in this 
action- packed 
thriller right out of the headlines. 
Jungle Strike takes place after the 


death of General Kilbaba. His 
son, Kilbaba the Younger, has 
joined forces with the world's 
most powerful drug lord 
in a quest for vengeance 
against the United States. 
You'll operate a Comanche 
Attack Helicopter, F-1 1 7A 
Stealth Fighter, MX9 
Attack Hover craft and a 
Special Forces Assault 
Motorcycle in nine complex 
campaigns in a variety of exotic 
locations. 

With both these killer games in 
one package, it's double the death 
and twice the 
•turmoil. One way 
or another you'll go ballistic. 

Available for PC CD-ROM. 




C 1993, 1994, 1995, Electronic Arts and Granite Bay Software, Inc, All rights reserved. Desert Strike and Jungle Strike are trademarks of Electronic Arts, All rights reserved. 
Front Street Publishing is a trademark of U5-Gold, Inc, 

nirria DasHor iiOl 






HEX, BUGS & ROCK *N ROLI. 


THE ULTIMATE 

CHEHTIND 

lEXPERIENCE 



THE MOST ADVANCED 
GAME CHEATING SOFTWARE 
EVER CREATED FOR IBM AND 
COMPATIBLE COMPUTERS 

>■ The only software capable of cheating 
in almost any program, including full 
support for popular DOS extender 
based games 

Become INVULNERABLE, 
INVINCIBLE or UNBEATABLE! 
Finish games that you have not been 
able to complete previously 
Never run out of LIVES, MONEY, 
HEALTH or AMMO again! 

>■ Enhanced search engine that is capable 
of finding almost anything imaginable 
>* Speed-up or slow-down game for 
optimal playability 
>■ Supports SUPER VGA and most 
popular sound cards 
>■ Create personal cheat files 
>■ View hints or solutions within games 
>■ Save & load most games at any point 
during play 

>■ Shell to DOS within any game 
>■ Built-in screen saver and much morel 

CHEAT DEATH FOR OI\EY 
«?OcFu.s. 

Please include SIO-00 for shipping & handling 

QAMe WIZARD 

To order please make cheque or money order payable to: 

Enhanced Software Design Inc. 

P.O. Box 92241 

2900 Warden Avc., Scarbun)u|>li, ON 
Canada M1W3Y9 

Allow 4-6 weeks for delivery. Distributor inquiries welcome 
Limited Shareware version thru BBS: (416) 497-8337 


Game M^zaid is cunendy used woridwide 
to cheat in almost ai^ game in existancel 


(Car more often than us human drivers, 
that’s for sure!). T'hen, once each lap, the 
driver evaluates the car’s pei'formance 
and makes a decision whether or not to 
pit {of course, just like real NASCAR dri- 
vers, the Paj^yrus computer analogs will 
lend to pit when the race leader heads in 
for some fresh ruhher). 

The driver A1 in NASC/VR is essential- 
ly a generic set of routines, meaning that 
each driver would drive exactly the same 


move the plane through the maneuver; 
rather, the A1 spits out a cache of data 
which represents the stick position, throt- 
tle position and the rudder position at 
any given instant. The computer-con- 
trolled pilots are, in a way, really Hying 
those birds over the Pacific. 

The game loop in 1942 asks the AI 
for feedback approximately 20 times a 
second, but a maneuver might certainly 
take longer than that to execute. So, like 


T want my AI to kick Everyone's ass," 
says Frank Roan, the creator of the 
Kilrathi "brains" in Wing Commander III. 


given an identical car. However, there is 
one factor that gives drivers unique per- 
sonalities — aggressiveness. Each driver is 
given an aggressiveness rating which 
controls (he probability that a driver will 
cut another car odor dive for the inside 
of the curve, among other neat tricks. 
“It’s a good thing we tlidn’l have Dale 
Eariihari in this game; we couldn’t tweak 
the aggressiveness up that high,’’ com- 
mented Cassidy. 

TO THE AIR, THEN! 

While NASCAR deals with a world that is 
esseiuially a ribbon of oily concrete, Mi- 
croProse’s 1 942: Pacirc Air War is a sim- 
ulation that lives in three dimensions, 
several thousand feet above sea level. 

“1 had to tiy to think like a pilot,” said 
Ed Eletclier, producer of MicroProse’s 
1942 PaciI’IC Air War, as he described 
the piloi-AI he crafted for the simula- 
tion. Not being a pilot himself, Ed 
Eletclier spoke with real pilots to get a 
handle on the nuances of combat tactics. 
Using their input, he worked to develop 
a package of AI pilot routines whicli gave 
the impression that there was a real per- 
son behind the stick of each and eveiy 
plane in the game. 

While NASCAR’s AI drivers have an 
"organic” flow to their actions, 1942’s pi- 
lots are continually attempting to per- 
form |)recision maneuvers. Basically, a 
pilot chooses a suitable maneuver and 
executes it until it is completed or the sit- 
uation is no longer valid. When the AI 
calls for a maneuver, it does not directly 


in NASCAR R-VCING, some queries are 
done once eveiy couple of cycles. As an 
example, consider a plane performing a 
strafing run on a bomber in flight. The 
first maneuver the pilot will attempt will 
he to line up for the pass (either high, 
ahead or to the side). Then, the plane 
will execute an “attack run” maneuver to 
get into offensive position. Tiiese last 
two maneuvers take a few' seconds to ac- 
complish, so the AI will perform tlieni 
without doing major checks, except Cor 
the obvious checks for enemy gunfire. 
Once in position, the pilot will then per- 
form a series of line-up-and-shoot ma- 
neuvers. These are small incremental 
maneuvers, often Just slight rudder ad- 
justments, w'hich line the bomber up in 
the plane’s sights. When lined up, the 
plane will fire a burst. After the plane 
flies past the bomber, the situation has 
changed and the AI routine will know 
that the line-up maneuver is no longer 
valid and \vill move to another, longer 
maneuver to set up for another attack 
run (unless the bomber is already 
corkscrewing dow'n into the Pacific). 

In 1942, the pilot AI is essentially a 
“cookie cutter” AI, in that all American pi- 
lots in the same type of plane will fly with 
the same AI routines. 'Hie AJ routines are 
different for the Japane.se, who will tiy to 
turn into your plane, as opposed to the 
Anericans who will liy to extend and then 
get away. To add some unpredictability, 
some random decision making was fac- 
tored in when the AI routines attempt to 
select an appropriate maneuver. 
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USED IBM GAMES 

COMPLETE & VIRUS FREE; 
WITH THE ORIGimL BOX. 
DOCUMENTATION AfJD 
DISKS 

Gams nil Price 

942 PACIFIC AIR WAR 29 

A-THAIM 15 

A320AIRBUS-AMEHICAN 21 
ABC BOXING 12 

ACESOFTHEDEEP 31 

ACES OF THE PACIFIC 21 

ACES OVER EUROPE 25 

AOSO COLL: HEROES/DRAG 13 
AIR BUCKS 16 

ALGE BLASTER 3 19 

ALIEN LEGACY 25 

ALONE IN THE DARK IS 

ALONE IN THE DARK 2 17 

ALTERED DESTINY 12 

AMBUSH AT SORINOR 19 

AP6ABASEBALU 9 

APBABASEBALL-WIN 14 

ARACHNOPHOBIA 9 

ARCHON ULTRA 25 

ARENA; ELDER SCROLLS 29 

ARMADA2525 15 

ASHESOFEMPIRE 19 

ATAC 6 

ATP FLIGHT SIMULATOR 9 

BARO'STALEl IQ 

BAHLE BUGS 25 

BETRAVALATKRONDOR 20 

BIG BUSINESS 7 

BLOODSTONE 15 

BLUEANDGRAY 22 

BLUE FORCE: NEXT OF KIN 
BUZZ ALORIH RACE TO SPACE 
CAESAR 
CAMPAIGN 2 
CAR AND 

carrier: 

CARRIERS ATWAR 
CARRIERS ATWAR2 
CASTLES 
CASTLES 2 
CD -TTH GUEST 
CD-ACESOFTHE 
CD -ACES OF THE 
CO -ACES OVER EUROPE 

IN FLEET 

CD -At 

CD -ALIEN LOGIC 
CD-B17/S1LENT; 


CD -CORRIDOR 7 
CO -CREATURE SHOCK 
CD -CRITICAL PATH 
CO -CYBERRACE 
CO - DAEM0NSGA7E 
CD -DAGGER OF AMON RA 
J-DARK LEGIONS 
) - DARK SUN 

CD -DARK SUN2:V7AKE RAV. 

DAY OF THE TENTACLE 
CD -DEATH GATE 
CD- DELTA V 
CD -DOOM 2 
CD -DRAGON LORE 
CD-DRAGONSHPERE 
CD -DUNGEON HACK 
CO -ERIC THE UNREADY 
CD -EUROPEAN RACERS 
CD -FALCON GOLD 
CD -FANTASY EMPIRES 
CD - FANTASY PAK 
CO -FORTRESS OF OR I 
CO -FRONT PAGE BB '34 
)-GABRIEL KNIGHT 
3-GEEIOiVAD 
CD-GOBLINS QUESTS 
CD-GRANDEST FLEET 
CD-GREATNAVALBAnuES 
CD-HAMMEROFTHEGOOS 
CO - KELL CAB - WIN 
CD -INCA 2 

CD -INHERIT THE EARTH 
CO -IRON HELIX 
CO-JONES IN THE FAST LANE 
CO -JOURNEYMAN PROJECT 
CO -JUMP RAVEN 
CD-JURASSICPARK 
CO-JUTLAND 
KING'S QUESTS 
KING'S QUEST6 
CD-KING'S QUEST? 
CD-KLIK&PLAY 
CO -LABYRINTH OF TIME 
3-lAWNMOWER MAN 
CO -LOST IN TIME 
CD-LUNICUS 
CO - MAD DOG 
CO -MAN ENOUGH 
CO - MEGA RACE 
CD-MENZOBERRANZAN 


CD -MICROCOSM 27 

CD-MILLENNIUMAUCTION 32 

CD-MYST 34 

CD-NOCTROPOLIS 34 

CD -OUTPOST 32 

CD-OUANTUMGATE-WIN 23 

CO-OUARENTINE 29 

CO -QUEST FOR GLORY 4 29 

CD-RAVENLOFT 35 

CD -REBEL ASSAULT 33 

CD -RETURN OF PHANTOM 27 

CD-RETURNTOZORK 23 

CD-RISEOFTHEROBOTS 32 

CD - SHADOW OFTHE COMET 25 

CD- SPACE SHUniE 17 

CD - SPEAR OF DESTINY 29 

CD -SPEED 29 

CD - STAR CRUSADER 29 

CD -STAR TRAIL 35 

CD-STARTREKNEXTGEN 32 

CD-STELUR7 11 

CD -STRIKE COMMANDER 32 

CD-T0NYLARUSSABB2 25 


DRACULA-BRAM STOKER 12 
DRAKKHEN 6 

DUNGEON HACK 24 

EARTH INVASION -WIN 12 

EARTHRISE 4 

EIGHT BALL DELUXE 19 

ELFISH 22 

ELin PLUS 6 

ELVIRA2 10 

EMPIRE DELUXE 21 

EMPIRE DELUXE SCENARIO S 

EMPIRE SOCCER 94 17 

EVASIVEACTION 12 

EVE OF THE BEHOLDER 3 19 

f-117ASTEALTH FIGHTER 11 

F-1S STRIKE EAGLE 2 7 

FALCON 3 0 24 

FALC0N3OSCEN2 9 

FALCON 3 OSCEN 3 HORNET 9 

FALC0N3.OSCEN1 FIGHTTIG 9 
FALCON AT 7 

FANTASY EMPIRES 29 

FIELDSOFGLORY 25 

FIFA INTERNAT'L SOCCER 19 

Finn FLEET 30 

FLASHBACK 12 

FLEET DEFENDER 19 

FLEET DEFENDER GOLD 33 

FLIGHTSIM4S5:REAL WEATH 14 
FLIGKTSIM40 15 

FLIGHT SIM 4: AIRCRAFT i SCEN8 
FLIGHT SIM4:S0UNDSGRAPH 10 
FLIGHTSIM5:SANFRANCISC0 15 
FLIGHT SIMULATOR SO 27 

FREOOV PHARKAS FRONTIER 15 


JORDAN VS BIRD 
JUMP JET 

KASPAROVS GAMBIT 



LEGACY: REALM OFTERRDR 
)F KYRANDIA 
ISOFVALOR 
ESUIT LARRY 2 




1RY4:SHA00W 25 


LUCASARTS AIR COMBAT 
MAELSTROM 
MAGIC CANDLE 2 
MAGNETIC SCROLLS BUNDLE 
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We want your curreiTt games 

1 - 800 - 377-8578 


WEsmmmGAm 

All games are tested & IBM disks virus checked 

gomes oie In oiiginDl box wlh original ijocumenlalion 

Call for current title availibility .. 

W£ ACCEPT ONLY 
\ VISA/MaslerCord/Discover 
Money Orders/Cosb'm Check 

'(dl )« tlllo omlihHit)( kelote lending (AOT 

Most items shipped same day. S5 UPS/S9 2nd Day Air 

tell ici hlaiBolion on Conedioi stipaienis 

GAMER'SGOLO* 1008W. 41sl Slieet* Sioux Folk •South Dakota* 57105 




Got Something To Sell? 

Follow these Easy Steps 

1. Prcpofo a lisi of itie gomes you are selling. Call, lox, or 
moil your list to GAMER'S GOLD. 

2. GAMER'S GOiO will quolo rise current buying 
prices S issue m oulhoriiariofl number for your shipment. 
Gomes will not be accepted without on authorization no. 
Price quotes are good lor 1-4 days. 

3- Pock gomoi in box. Wn'te aulhorizoKon no. cleariy on 
outside of box. AAnil lo GAMER'S GOIO. Servo your 
outhorizalion no. We con't answer questions about your 
shipment without your numberl 


5. Your check will usually bt 
days of recaivlng your go 
credits may take slightly longer 

Gomes wilt be checked for viruses & completeness 
{Gomes must bo complete with oil disks, printed materials 
& In original box. Incomplete gomes will be returned o 
your expense. 


FRONT PAGE BASEBALL '94 29 

FRONT PAGE FB PRO '95 34 

FRONT PAGE FOOTBALL PRO 13 

FRONTIER ELITE2 25 

FULL METAL PLANET II 

GABRIEL KNIGHT 22 

GAMES WINTER CHALLENGE 11 

GATEWAY 9 

GATEWAY 2: HOMEWORLO 15 

GATEWAY SAVAGE FRONTIER B 

GLOBAL CONQUEST 9 

GLOBAL DOMINATION 20 

Q0BLIINS2 12 

GRANDEST FLEET 25 

GRANDBLAM BRIDGE 7 

GREAT NAVAL BATTLES 19 

GREAT NAVAL BATTLES 2 29 

GREENS 15 

HAND OF FATE 15 

HANNIBAL 15 

HARDBALL 3 14 

HARPOON 7 

HARPOON 2 23 

HARPOON BAniE SETS EA. 9 

HARRIER SUPER VGA 17 

HEART OF CHINA -VGA 9 

HEIRS TO THE THRONE 12 

HEXX 19 

HIGH COMMAND (BV 350) 19 

HORDE 21 

HOVERFORCE 10 

HUMANS 11 

INCA 12 

INCA2 17 

INDY CAR EXP -CIRCUITS 15 

INDY CAR EXP -INDIANAPOLIS 15 

INDY CAR RACING 22 

INDY JONES LAST CRUSADE 14 


ISLAND OF OR. BRAIN 19 

ISLE OF DEAD 14 

JACK NICKLAUSCOURSE DISK 5 
JACK NICKUUS GREATEST IB 9 
JACK NICKUUS SIGN ED 17 
JAMES BOND STEALTH ADV 7 
JEOPARDY 12 

JETFIGHIER2.fl 14 



REX NEBULAR COSMIC GEN 12 

RISEOFTHEDRAGON-VGA 12 

RISE OF THE ROBOTS 28 

RISK-WIN 15 

ROAD 5 TRACK GRAND PRIX 12 

ROBINSON'S REQUIEM 22 

ROCKETEER 14 

ROME: PATHWAY TO POWER 12 

RULES OF ENGAGEMENT 6 

RULESOfENGAGEMENT2 21 

SAM4MAX:HITTHER0A0 25 

SANDSOFFIRE 5 

SAVAGE EMPIRE 9 

SCRABBLE 9 

SCRABBLE DLX EDITION 15 

SEAWOLF 19 

SEARCH FOR THE KING 9 

SECOND FRONT 9 

SECRETWEAPONSEXP S 

5ECRETV/EAP0NSLUFTWAFFE 14 

SERF CITY 25 

SHAOOWCASTER 10 

SHADOWOFYSERBIUS 17 

SHADOW PRESIDENT 15 

SHADOW SORCERER 6 

SHuniE 9 

SID MEIER TRIPLE PACK 10 

SIEGE a 

SIEGE & SWORD B 

SIERRA ADV STARTER KIT IB 

SILENTSERVICE2 10 

SILVERBALL 22 

SIMCITY 17 

SIM CITY -TERRAIN EDITOR 9 

SIM CITY 2000 28 

SIM EARTH 


SIM FA 
SIMON THE SORCERER 
SORCERIAN 
SPACE QUEST 1 - VGA 
SPACE QUESTS 
SPACE QUEST4-VGA 
SPACE QUEST 5 -VGA 
SPACE QUEST TRILOGY 
SPACE SIMULATOR 
SPACEWARD HO' 
SPACEWRECKED 


25 


SPEAR OF DESTINY 19 

SPEAR0FDESTINY:MISS2 14 

SPECIALFOHCES 11 

SPECTRE 17 

SPELLCASTING 101 9 

SPEILCASTING201 15 

SPELLCASTING 301 24 

SPElLJAMMEfi: PIRATES 11 

STAR CRUSADER 28 

STAflFLEEI2 11 

STAR LEGIONS 7 

STARTflEK25THANNIV 15 

STAR TREK: JUDGEMENT 17 

STAR TREK JUDGE MOVIE i 10 

STARFLIGHT1 11 

5TARSHIP.C0MMANDADV 14 

STELLAR 7 6 

STORM ACROSS EUROPE 6 

STREH FIGHTER 2 17 

STRIKE COMMANDER 17 

STRONGHOLD 15 

STUNTISLAND 14 

SUBWAR 2050 16 

SUPER SLOTS 9 

SUPERHERO LEAGUE HOSE 21 

SYNDICATE IB 

SYNDICATE: AMERICAN REVOL 8 

SYSTEM SHOCK 2B 

TAKE-A-BREAK PINBALL 10 

rANKS:C0NSTSET2 27 

TASK FORCE 1942 15 

TERMINATOR 9 

TERMINATOR 2: CHESS 19 

TERMINATOR 2029 16 

TERMINATOR 2029.OPERATION 10 
TERMINATOR: RAMPAGE 15 

TEST DRIVE 3 15 

TFX 21 

THE PROPHECY 8 

THEATRE OF DEATH 18 

THEIR FINEST HOUR 9 

THEME PARK 29 

THEXDEfll 6 

THEXDER 2 8 

THUNDER HAWK 8 

TIE FIGHTER 32 

TIME QUEST 6 

rONYLARUSSA2NL/AL 5 

TONY LARUSSA BASEBALL 9 

TONY URUUSA 2 '92 PLAYERS 5 

TORNADO 21 

TREASURES SAVAGE FRONT 7 

ULTIMAS - WARRIORS Of DES 11 

ULTIMA6-FALSEPR0PHET 11 

ULTIMA7-0LACKGATB 16 

ULTIMA 7 -FORGE VIRTUE 10 

ULTIMATE -SERPENF ISLE 15 

ULTIMAS: PAGAN 21 

ULTIMA 8: SPEECH PACK 10 

ULTIMA UNDERWORLD 1 16 

ULTIMA UNDERWORLD 2 25 

ULTIMATE DOMAIN 17 

ULTRABOTS 16 

UNlNVlTED-WIN 18 

UNIVERSAL MILITARY SIM 2 5 

UNNATURAL SELECTION 18 

UNNECESSARY ROUGHNESS 20 

VEIL OF DARKNESS 12 

VENGEANCE OF EXCALIBUR 5 

VIKINGS 2 29 

WALLS Of ROME 20 

WARLORDS 9 

WARLORDS 2 25 

WAYHEGRET2KYH0CKEY2 9 

WEAVER BASEBALL 2 5 

WELLTRIS 9 

YrtSTERH FRONT 15 

WHERE IN SPACE CARMEN SO 27 

WING COMM 2 SPEC OP 12 

WING COMM 2 SPEECH PACK 5 

WINGCOMMSECRETMISSION 7 

WING COMMANDER 1 9 

WING COMMANDER 2 15 

WI2ARDRY4 10 

WIZARDRY 6 - COSMIC FORGE 12 

WIZARDRY 7 -CRUSADERS 15 

WIZARDRY TRILOGY 1 14 

WIZARDRY TRILOGY 2 26 

WORLD CIRCUIT 17 

WORLD CLASS SOCCER 12 

WORLD WAR 2: BATTLES 15 

WWE'AIR FORCE COMMAND 12 

X-COM 29 

X-WING 24 

X-WING 0-WING 10 

X-WING IMPERIAL PURSUIT 10 

YEAGER'SAFT 4 

ZAXMCKRACKEN 5 

Prices S svailability suDjeci 10 
cltange. Call Toll Free lor current 
titles anotnose not listeihv/e've 
got lots more! All Used Games 
are com-plete & virus free with 
original box. documenlatian S 
disks. System com-palibility Is 
not guaranteed. All sales are 
linal-defective games replaced 
with same lllle. Free shipping 
(Regular Ground) in the 
continental USA on orders over 
SI50. 
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TOP 30 


GAMES 


1. Descent 

2. Magic Carpet 

3. Dark Forces 

4. System Shock 

5. Rise of the Triad; Dark War 


. Legend oi'Kyrandia 3 
2- Lcsiatica 

3. Relentless: Twinsen’s Adventure 

4. Entombed 

5. Under a Killing Moon 



. Front Page Sports Football Pro ‘95 
2. NHL Hockey ‘95 
3. 1 lardball 4 

4, ESPN Baseball Tonight 



1. X-COM 2: i'error From The Deep! 

2. Command & Conquer 

3. Dungeon Master 2 

4. Stonckeep 

5. Star Trek: TNG - A Final Unity 

6. Jagged Alliance 

7. Lost Eden 

8. Johnny Mnemonic 

9. Ravcnloft 2: The Slone Prophet 



1-800-64-GEMINI 

Call for additional titles and new release&l 

We accept Visa, Mastercard and checks. 
Shipping is just $3.50 on any size order in the 
continental U.S. or $5 for Express Shipping. 
No handling and per shipment charges. 
Canada and other areas, please call. 
Make checks payable to: 

Gemini Games 

P.O. Box 7130, Alhambra, CA 91802 
■Free Shipping offer valid only in the continental U.S 
Lower shipping rales for Canada and other areas. 
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HEX, BUGS & ROCK ROLL 

Wliile ilie physics of plane Higlit intro- 
duce a jjlclhora of variables for comput- 
er-controlled pilots, Fletcher kept the 
approacli straiglufonvard by opting for 
the AI routines to return actual tlight ma- 
neuvers. The AI jjilots are charged with 
keeping track of their plane’s perfor- 
mance (though they will still lly witli 
100% capability, even when injured). Any 
significant change in variables such as 
speed or allilude might cause the AT pilot 
to scrap an uncompleted maneuver in la- 
vor of another. 

KITTIE BRAINS 

"I want my AI to kick everyone’s ass," 
says Origin's software engineer Frank 
Roan, Roan coded the “brains" of tlie 
Kilrathi in WiNG Commander III, and at 
the beginning of the project, he wanted 
nothing more than to have his kitties 
blast some playtester butt. “The fact is, 
that isn’t fun, and you want to make 
things fun,” says Roan. Roan had to turn 
down his AI several notches to get just 
the right balance of play. 

In the case of VViNG Commander III, 
lliere were no “real world” pilot analogs 
to refer to, so Frank Roan used him-selfas 
a model for the AI. A confessed Wing 
Commander addict, he came to Origin 
explicitly to craft the pilot intelligence for 
WCIII. His first step was to climb back 
into the cockpit of a Raptor and have a go 
at Wing Comm.wder II. Analyzing his Hy- 
ing style, Roan determined that, even in 
his ciuickesi maneuvers, he held them lor 
sevei'al .seconds. 

Each pilot, whether Kilrathi or human, 
has a “generic” AI package of maneuvers 
and considerations, rated in four levels ol’ 
competence from “rookie” up to “bad-ass 
ace” (ihei'e arc only seven Kilrathi BAAs). 
These AI classes are further refined into 
“personalities” by applying pilot profiles 
to their decision-making process. Flach 
pilot profile is a cluster of byte-long flags 
which sen'e as “probability filters” inllii- 
encing 1k)w a pilot might react in a cer- 
tain situation. Each profile contains a 
value foi' trigger happiness, courage, ver- 
bosity, loyalty, Hying skill, gunneiy skill, 
aggre.ssiveness and panache. H'hese val- 
ues can either be set to low, normal or 
liigli levels. 

Like 1942, WCIII pilots have a menu 
of maneuvers available to them. Unlike 
1942, though, the ^VCII1 pilots are a 
touch more “obsessive,” continuously 
evaluaiing all of their available maneu- 
vers. Esseiiliall)-, the AI routine is given a 


packel of data containing the “situation- 
al” dtila for a pilot — such tilings as loca- 
tion of other enemies, the angles to each 
other, distance, etc. 'fhen each routine is 
evaluated, taking into account the pilot 
profile modifiers, and is assigned a value. 
'File maneuver with the liigliest value is 
the “winner,” or the best maneuver for 
that particular situation. Of cotirse, 
points out Roan, a normal pilot may not 
always pick out the best maneuver at 
cveiy given lime, so a probability is given 
to the highest rated maneuvers, and one 
is selected. 

Fach maneuver has two components: a 
“start-aciion” routine and a “more-action” 
routine. As I talked with Roan, he pulled up 
the programming for the head-on attack 
maneuver and described it in detail, 'flie 
start-action routine sets up a timer for the 
mancuvei'. Then, control switches to the 
more-aclion routine, wliich updates the 
limer, chedcs the cuiTent state, and branch- 
es to one of the “sub maneuvers” that is pint 
of die head-on attack. For tliis maneuver, 
those components ai'e “come in last,” “slow 
down,” “lire weapons" and “peel away.” 

“We wanted to make il feel like you 
were playing against cognizant oppo- 
nents,” says Roan. ^Vhen I asked him 
what steps he look to make the AI feel 
moi'e “human," he said "I get a lot of stuff 
for free in AI programming; it’s a trick, 
like wlien you draw a square, erase some 
of the lines and you can see a diamond. 
You make the obvious [in the AFs perfiir- 
niance] stand out, and the player’s mind 
will lill ill the rest.” 

A CHALLENGE 
FOR THE FUTURE 

AI routines lake a ton of computatiomil 
jiower, especially when you are calculat- 
ing (he performance of many AI ojjjjo- 
nents each game qde. The trick for the.se 
designers is to create Just enough “hu- 
manity” so an opponent ivill seem realistic 
to a player, but to keep the routines as 
simple, and as fast, as possible. 

hi all ol'tliese cases, the computer iiiiel- 
ligence has been both limited by availal>le 
comjjiiiiiig resources and “reigned in” to 
improve the playability. As computers in- 
crease in power, more “game cycles” will 
be made available for AI. I’d lay good 
money that, given the opjjoriunity, Rotm, 
(lassidy and l-'leltiier could craft pilots 
and drivers that could beat the pants olf 
of us lowly humans on a regular basis. 
Looks like we’ve got something to look 
forward to.... ir 
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Call your Account Representative, Marci Yamaguchi, at 
(714) 283-3000 x37 for information on how you can advertise your game, 
product or service in the economical MARKETPLACE section. 



0 I GAMEi i ^ 

Itie Beit Pl/Sliareware! All Typeil 
fiame (lieati, [Bltori and Walktlirui! 
floppy Diik and (C-BOII for your PC! 

Write or toll toelay for your free (atalog. 


Lotia Bytes (loi)) 358-1160 

Ij 56, Wintin, 01 0388 Volte S fffl 


Reader Service #370 


Get CA$$1I for 
your GAMES! 

Sell them to Bare Bones Software! 

• Call, FAX, or mail us with a list of 
your software for fast quotes. 

(have pencil & paper ready if you call) 

* Speedy turn around & pr omp t 

payment . No long waits! 

' We also sell pre-owned software. 
Call or write for free list. 

Bare Bones Software 

3060 Route 60 East Hurricane, WV 25526 

1 - 800 - 638-1123 

Fax- 24hr; 304-562-1610 
Customer Service: 304-562-1609 
BBS for complete Bst: 304-562-1 60B 

Reader Service #45 


COIVIPUTER 

GAIVIil\lG WORLD 

145)000 

Volume 
Game Buyers 


Pont pet dogged, call MOONDOGII 



•NDOG 
TIMED I A 


_ Og^OISCOUNT CD-ROM 
TITLES TO CHOOSE FROMM 

NASCAR RACING ^ 

OWiyS29.99 ^ 

— / 4 ( ' "V 

FOB PRICES OUT OF THIS WORLD, 
CALL FOR FREE CATALOG 

1 :JS^o,-J|cdjSo m4 ( 

Circle Reader Service 463 


We're Looking For The Next Sid Meier! 




We neea 

• Strategy and Simulation Game Submissions 

• Strategy and Simulation Game Developers 
— 3D Programmers 


Contact us if you 
have what it takes: 

Roy Rutledge 
VP - Externol Development 
1 1350 McCormick Rood 
Executive Plazo 1 1 1 Suite LL7 


MAGIC 


— Game Designers 

— Artists 


Hunt Valley, MD 21030 
phone (410) 785-1733 
fox (410) 785-1735 


interactive Magic is a startup simulation company from Major "Wild Bill" Stealey, co-founder and former 
chairman of MicroProse Software. Sid Meier and Bill Stealey began MicroProse in 1 982 and together they 
built the company to worldwide fame. Bill wants to do it again ond he's looking for a few good Sid MeiersI 


Reader Service #46 


SSI's Out of Print Wargames Are Back 

For Onty $15!!! 

B-24 

Mech Brigade 

Star Command 

Bailie of Antietam 

Rebel Charge 

Stellar Crusade 

BattlesofNapoleon 

Red Lightning 

Storm Across Europe 

Conflict: Middle East 

Second Front 

Wargame Construction Set 

Gettysburg 

Shiloh: Grant's Trial 

Warship 

Kampfgnippc 

Sons of Liberty 

Western Front 

Scenario Disks for SSI’s Battles of Napoleon for $10 


Scenario Disks for SSI's Wargame Construction Set II: Tanks! for $15 


Our hours are 8:00 am to 5:00 pm PST M-F 


We accept Visa, M/C, Checks, Money Orders ^ 


To order or request a free catalog contact: 

NovastarGamcCo. • P.O.Box 1813 • Rocklin. CA 95677 • (916)624-7113 


Reader Service 4219 
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Acclaim/LJN 

* 

133 

33 

Activision 

(800) 477-3650 

121 

34 

Activision 

(800) 477-3650 

99 

113 

Advanced Gravis 

(800) 663-8558 Cover 3 

364 

AlTech international 

(800) 882-8184 

195 

365 

AITech International 

(800) 882-8184 

195 

42 

AIVR Corporation 

(800) 324-AiVR 

112 

60 

American Laser Games, Inc. 

(800) 880-1718 

71 

61 

American Laser Games, Inc. 

(800) 880-1718 

83 

233 

American Power Conversion 

(800) 800-4APC 

47 

27 

Apple Computer 

(800) 538-9696 

115 

28 

Apple Computer 

(800) 538-9696 

117 

293 

BAG 

(217) 356-0188 

141 

45 

Bare Bones Software 

(800) 638-1123 

191 

207 

Capstone Software 

(800) 468-7226 

127 

51 

Capstone Software 

(800) 468-7226 

153 

204 

Capstone Software 

(800) 468-7226 

162 


Computer Gaming World 

(800) 827-4450 

65 

36 

Chips & Bits 

(800) 699-4263 

179 


Chips & Bits 

(800) 699-4263 

64A-D 

54 

Chips & Bits 

(800) 699-4263 

72-79 

200 

Chips & Bits 

(800) 699-4263 200-201 

56 

Computer Express 

(800) 228-7449 100-105 

57 

Computer Express 

(800) 228-7449 

183 

59 

Computer Express 

(800) 228-7449 

135 

53 

Creative Labs 

(800) 998-5227 

85 

344 

CyTech Codehouse 

(800) 382-5656 

59 

77 

Diamond Multimedia Systems, Inc. (800) 4MULTIMEDIA 35 

58 

Discis Knowledge Research, Inc. 

(800) 567-4321 

69 

55 

Electronic Arts 

(800) 245-4525 

93 

334 

Electronic Arts 

(800) 245-4525 

107 

157 

empire Interactive Entertainment 

(800) 216-9706 

202 

265 

Enhanced Software Design, Inc. 

(416) 492-0157 

188 

* 

Epic MegaGames, Inc. 

(301) 983-9771 

17 

141 

Falcon Northwest 

800) 258-6778 

15 

43 

FormGen, Inc. 

(800) 263-2390 Cover 2 

44 

FormGen, Inc. 

(800) 263-2390 

27 

368 

FormGen, Inc. 

(800) 263-2390 

113 

15 

G & G Software, Inc. 

(800) 262-7462 

181 

241 

Gamer’s Gold 

(800) 377-8578 

189 

369 

Gemini Games 

(800) 746-2392 

190 

30 

GEnie 

(800) 638-9636 

49 

29 

GEnie 

(800) 638-9636 

49 

• 

GEnie 

(800) 638-9636 

4gA-B 


GEnie 

(800) 638-9636 

49A-B 

31 

Gremlin Interactive, Ltd. 

(415) 693-0297 

187 

32 

Gremlin Interactive, Ltd. 

(415) 693-0297 

131 


GT Software 

(800) 346-2300 

147 

* 

HPS Simulations 

(408) 554-8381 

177 

70 

I'Motion, Inc. 

(310) 576-1888 

39 

71 

id Software 

(800) IDGAMES 

109 


ImagiNation Network 

(800) IMAGIN-1 • 

176A-B 

78 

Impressions Software, Inc. 

(617) 225-0500 

19 

14 

Interactive Magic 

(919) 461-0722 

145 

47 

Interactive Magic 

(919) 461-0722 

173 

46 

Interactive Magic 

(919) 461-0722 

191 

258 

Interplay Productions, Inc. 

(800) 969-GAME 

4-5 

76 

Interplay Productions, Inc. 

(800) 969-GAME 

41 

175 

Interplay Productions, Inc. 

(800) 969-GAME 

57 

169 

Keyboard & Terminal Technology 

(908) 297-5399 

198 

145 

Legend Entertainment 

(800) 658-8891 

89 


Looking Glass Technologies 

(617) 441-6333 

2-3 

Looking Glass Technologies 

(617) 441-6333 

67 

Lotsa Bytes 

(209) 358-1160 

191 

LucasArts Entertainment Co. 

(800) STARWAR 

61 

Maxis 

(800) 33-MAXlS 

149 

Maxis 

(800) 33-MAXiS 

111 

Megatech Software 

(800) 258-MEGA 

207 

Microforum 

(800) 465-CDCD 

197 

MicroProse 

(800) 879-PLAY 

123 

MicroProse 

(800) 879-PLAY 

45 

MicroProse 

(800) 879-PLAY 

159 

MicroProse 

(800) 879-PLAY 

175 

MicroProse 

(800) 879-PLAY 

81 

MicroProse 

(800) 879-PLAY 

167 

MicroProse 

(800) 879-PLAY 

163 

MicroProse 

(800) 879-PLAY 

165 

MicroProse 

(800) 879-PLAY 

161 

MicroProse 

(800) 879-PLAY 

151 

Mission Control Software 

(800) 999-7995 

185 

Modern Microware 

(800) 289-1766 

90 

Moondog Multimedia 

(800) 7CD-ROM4 

191 

MPG-NET 

(800) GET-GAME 10-11 

Multimedia Specialists 

(800) 233-0010 

199 

National CD-ROM 

(214) 241-0724 

171 

Nawu Triad Institute 

(800) 784-1420 

154 

Novastar Game Company 

(916) 624-7113 

191 

Origin Systems, Inc. 

(800) 245-4525 Cover 4 

Papyrus 

(800)836-1829x650 23 

Power Games International 

(800) 671-6333 

156 

Quadra Interactive 

(619) 931-4755 128-129 

QQP, Division of ALG 

(908) 788-2799 

55 

QQP, Division of ALG 

(908) 788-2799 

8-9 

R & G Games 

(800) 525-GAME 

168 

ReadySoft, Inc. 

(905) 475-4801 

86 

REM Software 

(800) 457-1161 

88 

S Software 

(800) 243-1515 

154 

Sanctuary Woods 

(800) 943-3664 

53 

Sideline Software 

(800) 888-9273 

168 

Sierra On-Line, Inc. 

(800) 757-7707 

1 

Sierra On-Line, Inc. 

(800) 757-7707 

97 

Sofdec, Inc. 

(800) 631-5141 

130 

Spectrum Electronics 

(800) 983-4321 

155 

StarPlay Productions, Inc. 

(800) 203-2503 

29 

Strategic Simulations, Inc. 

(800) 601 -PLAY 

91 

Strategic Simulations, Inc. 

(800) 601 -PLAY 

169 

Take 2 Interactive Software 


143 

The Avalon Hill Game Company 

(800) 999-3222 

13 

ThrustMaster, Inc. 

(503) 639-3200 

138 

ThunderSeat Technologies 

(800) 8-THUNDER 

146 

Time Warner Interactive Group 

(800) 482-3766 

164 

Titan Games 

(800) 247-5447 

140 

TRIMARK Interactive 

(310)314-3046 

37 

Vic Tokai, Inc. 

(310) 326-8880 

63 

Vic Tokai, Inc. 

(310) 326-8880 

95 

Virgin Interactive Entertainment 

(800) 874-4607 

119 

Virgin Interactive Entertainment 

(800) 874-4607 

137 

Virgin interactive Entertainment 

(800) 874-4607 

125 

Virgin Interactive Entertainment 

(800) 874-4607 

51 

Yamaha Corporation of America 

(800) 333-4442 

98 


Please see advertisement for contact information. 
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86 

89 

38 

298 

349 

13 

351 

350 

350 

350 

350 

73 

100 

12 

63 

250 

94 

17 

253 

219 

99 

153 

18 

150 

354 

355 

307 

360 

119 

291 

363 

107 

122 

271 

310 

115 

225 

184 

295 

161 

185 

186 

117 

41 

376 

378 

22 

23 

24 

25 

359 
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295 

1830 

The Avalon Hill Game Co. 

13 

63 

100’s of Discount 

CD-ROM Titles 

Moondog Multimedia 

191 

113 

ACE 

Advanced Gravis 

Cover 3 

368 

Action Entertainment Center 

FormGen, Inc. 

113 

53 

Advanced Wave Table 

By Sound Blaster 

Creative Labs 

85 

186 

Aegis 

Time Warner Interactive Group 1 64 

30 

Air Warrior 

GEnie 

49 


Air Warrior 

GEnie 

49A-B 

70 

Alone In The Dark 3 

I'Motion, Inc. 

39 

157 

American Civil War 

empire Interactive 
Entertainment 

202 

14 

Apache 

Interactive Magic 

145 

33 

Atari 2600 Action Pack 

Activision 

121 

293 

BAO Line of Products 

BAO 

141 

99 

Bioforge CD 

Origin Systems, Inc. 

Cover 4 

200 

Board Games & RPG's 

Chips & Bits 

200-201 

360 

Brain Dead 13 

ReadySoft, Inc. 

66 

184 

Bureau 13 

Take 2 Interactive Software 143 

363 

Buried in Time 

Sanctuary Woods 

53 

17 

CD-ROM Software 

National CD-ROM 

171 

298 

CIVNET 

MicroProse 

45 

38 

Colonization Gold 

MicroProse 

123 

41 

Coming Soon! 

TRIMARK Interactive 

37 

25 

Command & Conquer 

Virgin Interactive Entertainment 51 

89 

Create Your Own Games/ 
Solution CD 

Microforum 

197 

225 

Crystal Caliburn Pinball 

StarPlay Productions, Inc. 

29 

76 

Descent 

Interplay Productions, Inc. 

41 

31 

Desert Jungle Strike 

Gremlin Interactive, Ltd. 

187 

344 

DoomWare Developers CyTech Codehouse 

Network CD Occurence 1 

59 

258 

Dungeon Master II 

Interplay Productions, Inc. 

4-5 

47 

Exploration 

Interactive Magic 

173 

161 

F16 

ThrustMaster, Inc. 

138 

141 

Falcon MACH V 

Falcon Northwest 

15 

28 

Flight Simulation 

Apple Computer 

117 

299 

Flight Unlimited 

Looking Glass Technologies 2-3 

29 

Free Cyberstrike 

GEnie 

49 


Free Cyberstrike 

GEnie 

49A-B 

46 

Game Developers Wanted 

Interactive Magic 

191 

265 

Game Wizard 

Enhanced Software 
Design. Inc. 

188 

117 

Games For Less 

Titan Games 

140 

169 

Games Master 

Keyboard & Terminal 
Technology 

198 

42 

Girlfriend 

AIVR Corporation 

112 

57 

Go Digital 

Computer Express 

183 

204 

Grandmaster 

Championship Chess 

Capstone Software 

162 


Great Naval Battles 

Vol. 1 1 1 

Strategic Simulations. Inc. 

169 

51 

Harpoon II 

Capstone Software 

153 

71 

Heretic 

id Software 

109 

22 

Hodj 'n Podj 

Virgin Interactive 
Entertainment 

119 


ImagiNation Network 

ImagiNation Network 

176A-B 

23 

Iron Assault 

Virgin Interactive 
Entertainment 

137 

58 

Jewel of the Oracle 

Discis Knowledge 
Research, inc. 

69 

175 

Kingdom 

Interplay Productions, Inc. 

57 

371 

Klik & Play 

Maxis 

111 

86 

Knights of Xentar 

Megatech Software 

207 

24 

Lost Eden 

Virgin Interactive 
Entertainment 

125 

13 

Machiavelli the Prince 

MicroProse 

175 

334 

Magic Carpet 

Electronic Arts 

107 

349 

Magic: The Gathering #2 

MicroProse 

159 


15 

Mail Order PC Games 

G & G Software, Inc. 

181 

54 

Mail Order Products 

‘Chips 8 Bits 

72-79 

56 

Mail Order Products 

Computer Express 100-105 

241 

Mail Order Products 

Gamer’s Gold 

189 

369 

Mail Order Products 

Gemini Games 

190 

too 

Mail Order Products 

Mission Control Software 

185 

94 

Mail Order Products 

Multimedia Specialists 

199 

107 

Mail Order Products 

Sideline Software 

168 

115 

Mail Order Products 

Spectrum Electronics 

155 

291 

Mail Order Software 

S Software 

154 

27 

Marathon 

Apple Computer 

115 

379 

Mortal Kombat II 

Acclaim/LJN 

133 

59 

Ms. Metaverse 

Computer Express 

135 

250 

Multi-Player Games 

Network 

MPG-NET 

10-11 

153 

NASCAR Racing 

Papyrus 

23 


One Must Fall 2097 

Epic MegaGames. Inc. 

17 

355 

Perfect General II 

QQP, Division of ALG 

8-9 

73 

Pirates Gold Multimedia 

MicroProse 

151 

359 

Power Speakers for the 
Power Hungry 

Yamaha Corp. of America 

98 

18 

Power The Game 

Power Games International 

156 

78 

PowerHouse 

Impressions Software, Inc. 

19 

45 

Pre-Owned Software 

Bare Bones Software 

191 

77 

Quad Squad 

Diamond Multimedia 
Systems, Inc. 

35 


Ravenioft: Stone Prophet 

Strategic Simulations, Inc. 

91 

55 

Relentless 

Electronic Arts 

93 

32 

Retribution 

Gremlin Interactive. Ltd. 

131 

43 

Rise of the Triad: Dark War 

FormGen. Inc. Cover 2 

310 

Risky 

Sofdec, Inc. 

130 

365 

Scan Converters 

AITech International 

195 


Set Our Sights Higher 

LucasArts Entertainment Co. 

61 

34 

Shanghai: Great Moments 

Activision 

99 

44 

Shareware CD’s 

FormGen, Inc. 

27 

376 

Silverload 

Vic Tokai, Inc. 

63 

372 

SimCity 2000 CD 

Maxis 

149 

271 

Space Quest 6 

Sierra On-Line, Inc. 

97 


Spaceball Avenger 

Chips & Bits 1 

34A-D 


Subscription 

Computer Gaming World 

65 


Super Karts 

GT Software 

147 

145 

Superhero League 
of Hoboken 

Legend Entertainment 

89 

233 

Surge Protector 

American Power Conversion 

47 

300 

Terra Nova 

Looking Glass Technologies 

67 

370 

The Best PD/Shareware 

Lotsa Bytes 

191 

12 

The Complete Doom 
Accessory Pack CD's 

Modern Microware 
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Installment Plan 


The 1 2 Step Program For The Came InstalPChallenged 

bylVIikBWeksler 


W HEN IT COMES TO VIDEO 
GAME CONSOLES, COMl'UT- 
Elt (iAMEllS OE'I'EN ACE IJl^E 
an elite coips wlio openly 
disdain the junior squad- 
dies with their ram-n-play 
machines. But inside I 
know that many ol’ us are actually think- 
ing, “Wouldn't that be the liilratlii's meow 
if we could pul a game in a machine and 
instantly play?” 

Unlike console games, computer games 
must go ihrough some form of installation 
bel'ore they will devour your free time. It’s 
as if our computers are going: “Uh uh, I 
need a little /otv'play first, you big galoot.” 

So we tisually have some kind of IN- 
S'l'ALL command for transfeiring files, and 

SHORT CIRCUITS 

IBM has announced PC DOS 7, Ac- 
cording to an IBM spokesperson, this 
latest version of the operating system 
will ship with the following: built-in 
S't'ACiatR 4.0 data compression fi'om Stac 
Electronics; “no-worry” memory man- 
agement with Central Point’s RAM- 
Boost; the REXX programming 
language; extensive on-line help; dock- , 
• ing support; file synchronization; easier 
PCMCIA setup and configuration; an 
improved editor; protection from more 
than 2,100 viruses; an improved setup 
progi'am with mouse support; and the 
ability to dynamically load device drivers 
on demand. Will there be a competing 
MS-DOS 7.x? According to a Microsoft 
spokesperson, “Mia'osoft is currently in- 
volved in getting Windows ‘95 out the 
door. Plans for future versions of MS- . 
DOS are based on customer demand. 
Microsoft will continue to support its 
MS-DOS users.” 


another SETUP or CONFIG command to 
configure hardware. 'Iliis installation pro- 
cedure sometimes yields nothing but frus- 
tration, because it encompasses all of the 
dreaded computing snafus: memoiy prob- 
lems, hardware configuration nightmares, 
storage !•equirements, and eveiyone’s fa- 
vorite, the sound card setup. 

12 STEPS TO A FULLER, 

HAPPIER INSTALLATION 

Because installation can be so trouble- 
some, I’ve created the Mike Weksler 12 
Step Installation Program to bring out a 
happier, healthier configuration from 
your machine. This is a simple checklist of 
things you should know and things you 
should do before you delve into a dun- 
geon or take oil for the skies. To pul it 
through a real-world test, I enrolled my- 
self in the program to gel Wing Comman- 
der III installed on my machine. Let’s see 
how it works, stej) by step. 

12) General: Know thy system as thyself. 

Before you install any game, I recom- 
mend you take a tip 1 got from the techni- 
cal journal, Dull! “Prim out your system 
information and keep it near your com- 
puter." In order to get my system informa- 
tion, 1 use PC-911 from Cybermedia (510) 
843-0800. This utility has a great info fea- 
ture which detects most of the hardware in 
a system. Use its handy print-out feature 
to print a detailed list of your interrupts, 
lUAM addresses, I/O addresses and DMAs 
that are in use. 

11) CPU: Know the minimum system 
requirements for your game. 

This is one you should figure out in the 
software store before you blow the coin. 
Wing Commander 111 needs at least a 486- 
50MHz computer to run acceptably. (I 
tried it on a 486-33 with SMB of RAM and 
it ran like a chubby musk ox.) 



10) CD-ROM: Make sure your CD- 
ROM drive is working. 

The quick test is to place a CD-ROM into 
the drive, type the drive letter with a colon 
{example, D;), and type “DIR.” Make sure 
you don’t have an audio CD in the drive; 
I’ve forgotten to take mine out, leading me 
to believe that the drive had gone hayu'ire 
when there was really nothing wTong. 

9) Storage: Know how much hard 
drive space is required and how much 
you have available. 

Wing Commander III needs at least 15- 
20MB of free disk space. Note that, while 
installing, some games require just a bit 
more space than is listed on the box; they 
copy compressed files to the drive, uncom- 
press them, then subsequently delete the 
original compressed files. Also, while some 
installation routines will tell you how much 
space you have, others won't. Some will 
even tiy to install a game if you don’t have 
enough space (the creators of such install 
routines should have their RAM chips 
pulled out with needle-nose pliers.) 

8) Storage: Make sure your hard drive 
is unfragmented. 

Your free hard drive space should be 
contiguous, i.e. in one complete block, 
rather than several small chunks. Use Mi- 
crosoft’s Deer.'\g utility that comes with 
MS-DOS 6.x, or Norton’s Speed Disk to 
“optimize” your hard drive. Games, espe- 
cially CD-ROM games that copy large files 
to your hard drive, will run better if the 
files aren’t broken up and scattered 
around the drive. 

7) Memory: Know’ how much RAM a 
game requires. 

To run Wing Commander III, you will 
need at least SMB of RAM installed in 
your computer. Ol' course, having more 
than required is always better. With 16MB 
of RAM, for example, the delays between 
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llie movie poriif)ns jiikI ihe game poi'- 
lions orWCIII are grcally reduced. Olhei' 
games show similar perlbrmance increas- 
es with more RAM. 

6) Memory: Know the type of memory 
required: Expanded (EMS) or Extended 
(XMS). 

\ViNG CoMM.\Nni'R 111 is unic|iie in that 
it can handle either type of' meinoiy. In 
other cases, you have to ascertain which is 
required and change your inemoiy con- 
figuration accordingly. /V memoiy manag- 
er like QEMM or 38fiMAX is often 
helpful. 

5) Memory: Know how much Expand- 
ed or Extended memory is required. 

CoMMAN'DEk 111 needs at least 
7MB. For tliis installation, I modified Mi- 
crosoft’s EMM3(S(i.EXK to conligure the 
expanded memory on my macliine to 


provide 8MB of RAM as per the WtNc; 
(ioMMANnt'.R 111 install guide. 

In most cases ;i memoiy management 
program can be lielpl'ul. It won’t with 
\V(]ilI because, while memon' managers 
can optimi/e conventional memoiy, they 
don't optimize your exjjanded memoiy. 
With QKMM, I had boat-loads of conven- 
tional memoiy (much more than 1 need- 
ed), but 1 came up oK short of the 
necessaiy 7MB of expanded memoiy (o 
slinking K!). 

4) Memory: Know how much conven- 
tional memory is required. 

W'tNt; Co.MM.ANDKR 111 is uni(|ue in that 
it only requires 86()K (.‘168,640 b)’tes) of 
conventional memoiy, so the convention- 
al memory was not a concern. In most 
other games, it is the major concern. 

3) Sound: Know your used and free 


IRQs, I/O addresses and DMAs for digi- 
tal audio, and IRQs and I/O addresses 
for your MIDI device. 

Wing Commandkr III has great sound 
support, so it had no problem with my En- 
soniq Soundscape. However, sound cards 
are usually the number one dilhculiy when 
installing a game. If you’re having |5rob- 
lems getting a game to run, disable tlie 
sound and music, and try running ilie 
game agtiin. If the game nms, then you’ve 
got a sound problem, Most sound jirob- 
lems are related to the digital audio, so 
start your trouble-shooting there. Tn’ to 
configure the music portion of the audio, 
with the digital sound turned off. If the 
game runs, then you’ve either got a bugg\' 
digital audio driver or you have a I'linky 
sound card that’s not supjiorted by the 
game. Once you iiairow it down to the dig- 
ital audio, you can call the company to see 
what the problem is. If it’s a buggy driver, 
then you may be able to get a patch; if it’s a 
lack of support for your sound card, per- 
haps it’s time to go shopping. 

2) 'Video: Know the graphic card re- 
quirements for the game. 

If your game supports SVCiA gi'aphics, 
then you may ha\'e to load a VESA dri\'er. 
This is becoming less of an issue since many 
new video cards support VESA through 
their hardware and don’t i-ecjiiire a drive)-. 

Wing CoMMANOKit III detected my Dia- 
mond S'ritAL'rii 64’s built-in VESA com- 
patibility. In other cases, you may have to 
actually load the VESA driver manually. 
See the documentation fbi' your Siqjer 
VGA video card for details. 

I) Video: Make sure the proper play- 
back CODEC (video playback software) 
is installed. 

This wasn't apjjlicable in this case be- 
cause \ViNG CoMM-ANOKR III runs under 
DOS and the video playback software is 
built into the program itself. However, if 
you tv'ere installing a \Vindows game, you 
might need a CODEC (like Qi'Iciktimk 
i-'OR 'Wi.Nnows) installed. Many games will 
delect whether oi" not a CODEC is run- 
ning; if not, the program will usually ask 
if you want the progi'am installed. 

I hope this list comes in handy when 
the installation blues have got )’ou down. 
Just remember, take it one stejD at a lime, 
and you'll soon be taking out void- frustra- 
tions on ihe Rad Guys. 

Mike Weksicr, Computer Gumiui^ IT^rW’.v 
Technical Editor, can be reached through 
e-mail at: inweksler.notes@niail.zd.ziff.com. 
or through USnail addressed to: Under the 
Hood, do Computer Gaming World. C 
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The Turtle Beach Monterey 
Plays CD-Quality Digital Audio 


by Loyd Case 

W HAT HAPPENS WHEN YOU MIX 

A Lrri'LE Rio with some 
Tahiti? You get a Mon- 
terey, of course. Turtle 
Beach, those purveyors of 
sound cards with exotic names (TAHtri, 
Rio, Troi'EZ and Mon te Carlo, to name 
a few), have long held the high ground in 
the battle of the sound cards. And their 
new Monterey hasn’t given up any of it. 

Combining Turtle Beach’s legendary 
prowess in high-end digital audio with a 
solid, if unassuming, general MIDI 
daughter card, the MonterP'.y is really a 
hard bundle of two existing Turtle Beach 
products. The first is Tahi ti, a high-per- 
formance sound card that is luned I'or 
^Vindows multimedia and is also W.ave 
Bl-xster (MPU-401) compatible. The sec- 
ond is the Rio general MIDI daughier 
card that snaps onto the TAiiii'i’s W,-\ve 
Blaster connector, 'runic Beach com- 
bines the IAV() cards and boxes them with 
appropriate software to j^roduce the 
MtJN'TEREV. 

\'\4iy is high-performance digital audio 
important? In the past, it wasn’t. Until re- 
cently, most games had 8-bit, 11 -kilo- 
hertz mono sound, and all gamers 
needetl was a low-end 8-bit card lo hear 



it. But now, 

a few games are starting to show up 
with 22-kilohertz, 16-bil stereo, and veiy 
.soon 44.1 -kilohertz (e.g., CD audio quali- 
ty), 16-bil stereo will be common. 

At preseni, the Mo.vterev is not sup- 
ported by many DOS-based games, but 
lliat will change because .some kc)’ develop- 
ei's have begun to support it. In addition, 
given Tiirtle Beach’s long-standing sup- 
pon for Windows, the MoNU'ERTT will be a 
natural in the era of Windows ‘95. With 
that in mind, I decided to put the card 
through its paces to see what it could do. 

Even though there aren’t aiiv games 
written for the Mon terey yet, 1 was able 
lo lest it bv playing MIDI files and record- 
ed digital audio. First I tested the card’s 
MIDI capability. Because the Mo.nterey 
uses the Rio daughier card, I compared 
its sound lo 'Furtlc Beach’s Trotez and 
the Aztech Waverider 32, because they all 
use ICS Wavefront MIDI samples. Howev- 
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er. tile samples on the Rio are uncom- 
pressed and take up 4 MB ol' ROM raiher 
than the 2 MB of space dial the 'I'roi’KZ 
and Wavkrider use. We compared ihe 
sound of llie Mon terkv lo lapes oi'ihe 
'I'Roi’EZ and Waverider dial were record- 
ed during a sound card review back in De- 
cember. The Monterey definitely sounds 
more lidl-bodied, alliioiigh the actual 
quality of the samples is pretty much the 
same. It’s vei-)' good general MIDI, but 
still not quite up to the current standard, 
the Roland SouNU C.\n\.as. 

Digital audio, on the other hand, is 
where this card really shines. Other than 
an annoying pop that came from the 
speakers when I first booted Windows, 
the digital audio sounds clean; no hisses, 
pops, or artifacts of any kind, 'fo put the 
card through its paces, I dug up the first 
of Bruce Springsteen’s 3 OD live collec- 
tion. Thunder Road is a live acousdc piano 
set accompanied by Springsteen’s hoarse 
voice. I used Turtle Beach’s own QUAD 
four-track digital recording software to 
record directly from the CD to a local 
hard disk, in stereo, at 4d.! KH/,. (It’s a 
good thing I have a big hard drive, be- 
cause ihe five minutes of uncompressed 


audio took up 59 megabytes of disk 
space.) I then jilayed it back and com- 
pared it to the actual CD, 'fhe result was 
nothing short of amazing. 'Hie two cuts — 
the CD and the audio streaming off the 
hard disk — sounded virtually identical. 
Now, this is a pretty informal test, but 
others who have tested the Monterey 
more rigorously, including Ziff-Davis’ PC 
Labs, agree that the Monterey is the best 
sounding digital audio card out there for 
the money today. 

Howe\'er, before )'ou can experience its 
richness, you might hear .some unpleasant 
things muttered by yourself while in- 
stalling it. 'llie I'eason is that Turtle Beach 
has departed from the standard sound 
card approacii of using DMAs (Direct 
Memoiy Access) to transfer information 
without intcmipiing the CPU (i.e., without 
using IRQs). The company believes that 
DMA, as implemented on the IBM PC ar- 
chitecture, isn’t suited to high-perfor- 
mance digital audio. Instead, the 
MoN'i'EREY has a Motoi'ola 56000-series 
digital signal proces,sor to handle the digi- 
tal audio chores. 

As a result, the Monterey uses a 32KB 
high memory buffer to avoid using 


DMAs, which means there will be 32K less 
available for your games. To Ifee up this 
32KB chunk of memoiy recjuires some 
intricate CONFIG.SYS hacking, and pos- 
sibly (depending on your motherboard) 
tweaking the shadow 1U4M address set- 
tings ol’your BIOS. 

The Mon i’EREY also uses a hardware 
switch to set the I/O address, which 
means that the setup cannot be done en- 
tirely in software. So, the card sounds 
great, but don’t expect to have a irouble- 
i'ree installation. 

'fhe latest sound libraiy from Human 
Machine Interfaces, Inc. (IIMI), used by 
such companies as Origin, Papyrus, and 
Spectrum HoloByte, should .soon support 
the Monterey. Once that happens, the 
Mon’I'Erey will be one of the best sound 
card setups in gaming, with one possible 
tweak. If you take the Rio module olf of 
the fAHrri and replace it with a Roland 
daughter card, then you’d have the best of 
both worlds: clean, o'isp digital atidio from 
'furtle Beach, with Roland’s MIDI music 
samples — the best in the business. 

Turtle Beach Monterey. Price: $399.00. 
For more information, contact Turtle Beach 
Sy.slems at (800) 645-5640. ir 
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Spear of Destiny $39 

Star Crusader $40 

Slar Trek 25th Anniv $36 
Star Trek Deep Spe 9S41 
Star Trek NexI Gen ..$49 
Slar Trek NG: 

Tech. Man $39 

Slar Trek: 

Str Fit Acad $44 

Star Trek-; 

Jdgmni Rie $33 

Slonekeep $43 

Street Atlas USA 2.0S65 

Stronghold $35 

SiSwar 2050 $38 

Superhero: Lge Hob $32 

SyndiMle Plus $39 

System Shock $47 

Test Pilot $42 

Tetns Gold $32 


TFX ... 


....$29 


Theme Park $39 

Tony LaRuss BB 2 .. $45 
Top 50 Gms: DOS ...$24 


Top 50 Gms: WIN ....$24 
Total Oisloftion 
Transport Tycoon ...$44 
U S. Nav 7 Fighters .. $45 
Utililies Platinum 
Ultima 1-1 
Uliima Under 1 & 2 ...S29 

Ullima VIII Pagan $32 

Ullimate Football ....$36 
Under a Killing Moon $51 
Unnec Rough '95 ....$32 
Video Gme Soltn 2.0S22 

Virtual Vegas.,.,: $19 

Vortex $39 

War Craft $39 

Who Shot J. Rock .... $18 
Wild Blue Yonder,...S38 

WIN Platinum $16 

Wing 1 1 Wing II Dlx..S32 
Wing Comm ArmadaS4 6 
Wing Commander III $46 
Wings Gliy 1917-1918S46 

WollPack $28 

World Circuit $34 

World Cup 1930-94$36 

World ol Xeen $38 

World War II $29 

Worldview $27 

Wrath ol ihe Gods .,536 

X-COM $38 

X-Wing Collectois .$44 

Zephyr $43 

Zillion Sounds $16 

Zorro $35 

We only sell 
CD<Rom!l 
Hundreds of titles 
available In-stockI 
HOUR& 
a-6CST M-F 




No surcharge on credit cards. COOsaceeptedwiih$ 8 charge. Sottwareshipping$5/orPer, Canada $ 6 ' 0 fder. Hardware shipping 
is 5%. Canada 6 %. Personatandcompanychecksalkm 14 days. Returns must have RMAe, call Soltware sales linal unless 
detective. Retumssub)ecilo15% restocking fee. Pricing and avaitab lilysubjecito change. Hours 9-6 Central SlandardTime. 


TOSHIBA 


New Quad Speed Drive vrilh features: 

' 600 KB/sec Transfer Rale 
' 155 ms Access Time 
■ 256 KB Buffer 
• 125 ms Seek Time 

' Photo CD Multisessions Compliant 


$289 



starring Mark Hamill & Malcolm Mcdowell 
' Fly in a TRUE 3-D environment 
' Graphics better than ones found in 
WING COMMANDER ARMADAI 
Tied for Ihe "largest game ever produced" 

CoNI-Y^48^ 


Circle Reader Service 094 



CHIPS & BITS INC. BOARDGAMES&RPGS 



FAWTASY FOOTgatt l 


'BLOOD BOWL' This is no ordinary boxed set! 
Includes 24 Citadel Miniatures. Blood Bowl playing 
field, handbook, team rosters, game dice and spe- 
cial blocking dice and more! $45 


‘PLANES OF 
CHAOS' Take the 

■-n,s c A p « 

depths of the 
Abyss, the ran- 
domness of Um- 
bo and the battle- 
fields of Ysgard. 
Inside you’ll find 
The Book of 
Chaos. The Tra- 
velogue, Chaos 
Adventures, Mon- 
strous Supple- 
ment and five 
detailed maps of 
the realms of 





FANTASY RPG 1 

1 FANTASY RPG | 

AD&D 

ARS MAGICA 


AD&O 2nd Edition Rules 


Medieval Bestiary 

$13 

Dungeon Masters Gde $15 

Medieval Handbook 

$16 

Monster Manual $19 

Twelfth Night 

$10 

Players Handbook $16 

Wizard's Grimoire 

$15 

AD&D Audio Adv 

BLOODSHADOWS 

Karmeiks:Kingdm Adv $22 

Bloodshadows 

$25 

Night ol the Vampire $13 

Galilla Citybook 

$15 

Red Steel Camp Exp $22 

Mean Street 

$13 


The Unnaturals 

$13 

AD&O Dark Sun Source Bk 

World ol Bloodshdows $16 

City by the Silt Sea $19 

CASTLE FALKNSTEIN 

CilyslateolTyr $10 

Dragon Kings Hardbnd $16 

Castle Falkenstein 


Elves otAlhas $10 

Hardbound 

S2S 

Ivory Triangl Cmp Exp $16 

Comme II Faut 

$12 

Wll & Wy: Psion. $12 


GURPS 


AD&D Planoscape Adv 


Bestiary 

$14 

Deva Spark $9 

Bunnies & Burrows 

$14 

Eternal Boundary $9 

China 

$14 

In the Abyss $9 

Cmihangers 

$11 

Well of Worlds $13 

Deathwish 

S7 


Espionage 

$14 

AD&D Planescape 

Fantasy 2nd Ed. 

$15 


GURPS Rulobk 

$16 

Campaign Setting $25 

Hig-Tech 2nd Ed. 

$14 

Planes ol Chaos Boxd $25 

Magic Items 2 

$14 


Martial Arts Adventure 

814 

AD&D Sourcebooks 

Martial Arts 

813 


Operation Endgame 

$14 

City of Lankhmar $15 

Timeline 

814 

Gd to Dragonince Wrid $1 5 

Ultra-Tech 2nd Ed 

$14 

Players Guide to The 

Vehicles 

$16 

Forgotten Realms $13 


GURPS Fantasy 


ARS MAGICA 


Camalot 

$14 

Ars Magica 3rd Edition S19 

Conan 

$14 

Black Death $11 

Fantasy Adventures 

$14 



'TALISMAN: 

CITY ADVEfiTURE Nr"": 

ils await the 

w /? . i,-. - ■ V>-^ braveadvenlur- 

1’' ers taking part in 
* ' the quesl to 
■ ' heleat the 

. 'V:. . /' Dragon King. 

Lc'ti - W -I ^ Amongst the 
■/T y ' , r- ' „ crowded mar- 

iE^i^ «*Twr ri 'T; yr ‘ i :' i ^ kels and shops 

^ of the City of the 

Emperor can be found almost anything an adven- 
turer might desire, from a sturdy warhorse to a 
magic sword. Meanwhile, far away from the hurly 
burly of the city lies the forest realm of the Wraith 
Lord. Contains 2 new board sections. $29 


SCI-FI RPG 


HORROR RPG 


HORROR RPG 


FANTASY RPG 


Fantasy GM Pack $8 
Grimoire (Reprint) $14 
Magic2ndEd. $14 

GURPS Times 

Aztecs $14 

Imperial Rome $14 

Robin Hood $14 

Scarlet Pimpernel $1 1 
Vikings S14 

INDIANA JONES 

Indiana Jones $25 

Indiana Jones, Wfid ol $16 
Raiders of the Lost Ark $1 9 
Vrtual Adept Tradtn Bk $10 


HORROR RPG 


CALLOFCTHULHU 


Adventures in Arkham $14 
Blood Brothers $15 

Cairo GuideOook $10 
Investigator's Camp $10 
Keeper's Compendium $11 
Keeper Screen: 5lh Ed. $12 
London Guidebook $10 
Miskatonic University $10 
Strange Eons $1 1 


Call of Cthulhu Adv 

Clhulhu Casebk '20’s $1 5 
Curse ol Clhulhu'20's $1 5 
Dreamlands (1920's) $13 

Fatal Experiments '20's$14 
Relrn to Dunwich '20's $14 
TIs of Miskatonic Vly $14 
Thing at Threshold $13 


Accessory Pack $12 

Apparitions $12 

Chill (Soli Cover) $16 

Chilled to the Bone S9 

Companion $15 

Horrors ol N America $1 2 

Lycanthropes $12 

The Beast Within $16 

Things $14 

Undead & Burled $9 

Vampires S12 

Veil of Flesh $9 

Voodoo Sourcebook $12 


GURPS HORROR 

Creatures of the Nighi $14 
CthuIhuPunk $16 

Mage:The Ascension $16 
Vampire Companion $16 
Vampire: Masquerade $16 
Werewolf: Apocalypse $16 
GURPS Horror $14 

VAMPIRE 


Storyteller's Handbook $15 
Stor^ellar's Screen $10 
Vampire {2nd Ed) $19 
Vampire Players Guide 
(Hardback2nd Ed) $18 

Vampire Adventures 

Blood Nativity $5 

Drty Secret of BIk Hnd $13 
Elysium: ElderWar $13 
Hunters Hunted $10 

Undr a Blood Rd Moon $1 0 

WEREWOLF 

GM Screen $10 


GM Screen $10 

WerowoH (2nd Ed) $19 

Werewolf Adv 

Hite ol Passage $10 

Valkenburg Foundatn $10 

Ways of the Wolf $10 

WRAITH 

Character's Kit 310 

Storyteller's Screen SI 0 

Wraith $19 

Wraith Adv 

Haunts $13 

Midnight Express $13 

Wraith Sourcebk 

Faced Death $11 

Necropolis Atlanta $15 

Player's Guide $10 

The Reich Stulf 312 


GURPS SCI-FI 


Aliens $14 

Atomic Horror S14 

Callahan’s Xlime Sain S14 
Cyberpunk Adventures $14 
Cyberpunk 814 

Cyberworld (Reprint) $14 
Lensmen $14 

Robots $14 

Time Travel (Reprint) $14 
Time Travel Adventure $14 
War Against the Chtorr S14 


StarWars (2ndEd,) $19 
Star Wars Sourcebook $18 

Star Wars Adventures 


Battle for Golden Sun $10 
Crisis on Cloud City $10 
Death in the Undercily 810 
Domain of Evil $10 

Gm Chambr of Questal SI 0 
Isis Coordlnales $10 
Jedi's Honor $12 

Mission to Lianna S10 
Riders ol the Maelstrm $1 0 
Scavenger Hunt $10 
Scoundrel’s Luck $12 
Strike Forco:Shin1ipole $10 
Supernova $13 

Twin Stars ol Kira $13 

Star Wars Sourcebooks 

Dark Empires $19 

Dark Force Rising $15 
Heir to the Empires $15 
Imperial $18 

Last Command S18 

Miniatures Companion $13 
Miniatures Rules $15 
Movie Trilogy Sourcbk $19 
Rebel Alliance Srcbk $18 


Star Wars Supplements 

Deatstar Companion $13 
Planets of tho Galaxy $1 3 

TRAVELLER: TNE 

Battle Ride $25 

Briillant Lances $25 

Deluxe Traveller: TNE $34 
Striker 2 (Boxed) $25 
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Call 800-699-4263 Fax 802-767-3382 

Int’l 802-767-3033 Source 10249 

PO Box 234 Dept 10249 Rochester, VT 05767 


OVEflNIGHt SHIPPING US S4 pst ofoer. Man ic Canaaa. Pfi. HI. AK. APO, FFO S4 per oiOer. 
WotWf/iije ajiioaJ S6 per item. Hatttfiing S2 pst sficaiert. Hattfivare oroets may feqtais aiSttewa! ship- 
ping chatja^. Cali 

Visa. MC and Ofecover accepted. Cheete iieifl 4 weeks. Money Orders onoei S20D same as cash. 
COD S8. DgfBclives r^acsd iwtft same ptoducL Wiost items shipped same day. Shipping HmK inay 
vary. Phce / ^vaiiabikty may change. All sales ^1. 



‘WAHHAMMER 40.000’ It'S more than just the 
game in the box, it's an entire hobby sup- 
ported with a huge range of supplements, 
boxed sets and blister packs of miniatures. 
Includes hundreds of different models. S47 


‘MENZOBER- 
RANZAN' the 
famed city of 
the drew of the 
Underdark, is a 
place of great 
nobility & great 
treachery. Set 
includes 3 books 
detailing the 
ways of the city, 
4 poster size 
maps, map of 
House Baenre 
compound, a 
House Do'Urden 
retrospective and 
much more. S22 


CIVIL WAR 


BOARDGAMES 


BOARDGAMES 


ANCIENT 




© CALL Of ^ 
C1'HULH(J 

lUn* IU>n«ir*9 b tlelloUi eUir, UitorH 

X'' 'i 


•call of 

CTHlJLHU’isa 
rolepliying game 
in whi^h ordinary 
people are con- 
fronted by the ter- 
rifying jbeings and 
forced of the 
Cthultiu Mythos. 
Players portray 
invesjigators of 
things unknown 
and ui^speakable. 
Excel t for dice, 
everyl ling need- 
ed fer play in 
induced in this 
book. S16 


BOARDGAMES 


BOARDGAMES 


BOARDGAMES 


BOARDGAMES 


LEISURE/FAMILY NAPOLEONIC 


SPORTS 


WORLD WAR II 


4 Biles of Ancient Wrid $21 
Alexander at Tyre $18 

Alexander's Generals $33 
Ancient Empires $29 

Anct Emp Sp/Alexandr $10 
And Emp Sp/Caesar $1 0 
Anct Emp Sp/ Succssr $10 
Arc Emp Sp/Trojan Wr $10 


Ancients $25 

Barbarians $33 

Battles of Alexander $33 
Caesar: The Civil War $38 
Hannibal $35 

Imperator $21 

Imperium Romanum II $29 
Peloponnesian War $29 
SPOR Mod./Alricanus $13 
SPQR Mod./ConsI Rm $13 


SPQR Md./Pyrric Vetry $13 
SPQR Grt Btl Romn $33 
Siege of Jerusalem $27 
VI Against Rome $27 

AMERICAN REVOL. 

1776 $22 

Give Me Liberty $25 

Rebels & Red Coats 1 $25 
Rebels & Red Coats 2 $25 
Warof1812 $22 

CIVIL WAR 

1862: Civil WrQud Gm $23 
1863:Americn Civil Wr $28 
A House Divided $20 
Across Five Aprils $23 
Bobby Lee; Civil War $37 
Brother Against Brothr $33 
Campaigns ot Civil Wr $21 
Civil War Classics $23 
Embrac the Angry Wnd$24 
Guns of Cedar Creek $32 


Guns of Cedar Creek $32 
Hallowed Ground $42 
Here Come the Rebels $23 
Lee Takes Command $22 
Mississipi Fortress $22 
Roads to Gettysburg $24 
Stonewall Jackson Wy $27 
Thunder at Crossroads $27 

ECONOMIC 

Global Survival $34 
Stock Market $19 

Stocks & Bonds $19 

FANTASY 


Advanced Heroquest $42 
Battle Masters $42 

Dragon Lords $29 

Dragon Strike $33 

Hero Quest $29 

HQ Pk 1/Kellar's Keep $10 
HO Pk2/Rtrn Witch LrdSIO 
Iron Dragon $25 

Sindbad $33 

Talisman $44 

Titan $23 

Xanth $21 

LEISURE/FAMILY 

Acquire $19 

Assassin $15 

By Hook or Crook $19 
Candidate $19 

Class Struggle $19 

Dinosaurs ofLostWrId $15 
Gangsters $23 

Greed Box $7 

Moonstar $12 

Powre Lunch $13 

Quest for Ideal Mate $15 


Shark $25 

Spices ot the World $18 
T.V. Wars $12 

Tycoon $15 

TyrannoEx $23 

Word Power $15 

MEDIEVAL 

Age of Chivalry 1 or2 eaS27 
Black Prince $25 

Henry V $28 

Ironsides $28 

The Crusades II $28 

MODERN 

2nd-7th Fleet ea $23-$27 
Attack Sub (Card Bsd) $19 
Back to Iraq $18 

Central America $23 
Flashpoiht: Golan $29 
Flight Leader $21 

Gull Strike $29 

Harpoon $25 

Harpoon, Naval Review $14 
IDF (Israeli Deince Frc)S29 
Modern Nav Btl 2or3ea $19 
Nato $15 

TacAir $19 

Team Yankee $20 

NAPOLEONIC 

Austerlitz $30 

Empires in Arms $27 
La Bataille d'aurstaedt $30 


LB de Mont Sl.Jean Dx $62 
La Bataille de Wavre $25 
Napoleon at Austerlitz $20 
Napoleon on Danube $19 
Napoleon’s Battles $23 
Napoleon Leipzig Cpgn$25 


Napoln/Watrloo Cpgn $30 
War & Peace 823 

War to the Death $21 

Woodn Shps& Iron Mn$19 

RAILROAD 

1830:Rlrds& Rbr Barn $20 


1870 $38 

Australian Rails $21 

British Rails $21 

Empire Builder $25 

Euroralls $25 

Express (Card Game) $1 1 
Nippon Rails $21 

North American Rails $21 
Rail Baron $19 

SCIENCE FICTION 

Alpha Omega $19 

BattleTech Blueprints $10 


BlIeTech Compendium $13 
BlIeTch Map St 2-4 ea $1 3 
BattTch 4th War Seen 1 $8 
BtITch Sen BIck Thorns$10 
BattTch Sen Luthien $12 
BatlTch Sen Tukayyid $12 
BtITch Sen Jade Falcn $13 
Battietech/ Battlespace $19 
Battle Tech City Tech 819 
Blood Berets $29 

Blood Bowl/ Death Zne $29 
Federain & Empire DIx $38 
Man O' War $42 

Merchant of Venice $25 
Space Marine $49 

Str Fleet Btls Adv Msn $25 
Star Fleet Battles $25 
StrFIt Btls Cptn's Ed $38 
SFBCptnLog8-15ea $9 
Wrhamr 40K/Drk Mlnm $28 
Warhammer Fantasy $48 


Bowl Bound $15 

Pay Dirt $19 

Regatta $19 

Speed Circuit $19 


Statis Pro Basketball $24 
Stalls Pro Tms Bsball $19 
World Cup FB (Scr) $38 
Wrasslin' (Card Based) SI 5 

STRATEGY 


Advanced Civilization $23 
Blackbeard $27 

Civilization $29 

C Mod. /Western Exp. Kt $8 
Deluxe Diplomacy $42 
Diplomacy $19 

Enemy in Sight $12 

Feudal $18 

Guerilla (Card Based) $19 
History of the World $27 
Kingmaker $19 

Maharaja $23 

Republic of Rome $29 


Supremacy Mega-Map $25 
Supr Resource Deck 2 $13 
Supr Revisd Ruls (5/92) $4 
Suprmey Sppimt ea.$T7-25 


Supremacy, 3rd Ed. $42 

Viceroys $25 

We the People $29 

WORLD WAR II 

1944: Second Front $32 

Advned Squad Leader $38 

Alrika $21 

Air Force $23 

Ambush (Card Based) $27 

Axis & Allies $29 

A & A Plastic Minies $25 

A&AWW2Exp. 2 $21 

Breakout; Normandy $23 


Campgn to Stalingrad $29 
D-Day $16 

France 1944 $12 

G.D.'40:Batt for Stonne $30 
Luftwaffe $23 

Naval War (Card Bsd) $12 
Operation Crusader $29 
Run Silent, Run Deep $28 
Salvo 2 $23 

Sink the Bismarck $23 
Squad Leader $23 

SL Module each $l9-$28 
Third Reich $19 

Tokyo Express $27 

T urning Point Stalingrd $1 9 
Up Front (Card Game) $19 
Victory in Normandy $13 
WestFront: War in Euro$49 

VIETNAM/KOREA 


Frozen Chosin $25 

Platoon $15 

Silver Bayonette $17 

Tet Offensive $33 

The Korean War $18 

Vietnam $18 

WORLD WARl 

Aces High $24 

Aces High Amer Aces $24 
Knights of the Air $19 
Landships $27 

Lawrence Arabia, 2 Ed $20 
Richfoten's War $19 

WAR GENERAL 

Battle of Alma $28 

Cpgns Frederick Great $24 
Kolin:Frederick Frst Dft $34 
Sands of War $29 
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The Civil War is a superb strategy 
game that accurately recreates the 
difficulties of this the first modem 
war. 

The canpaign section allows you as 
a Union or Confederate ccximander 
to control the resources and the 
movement of armies over a 
detailed map of the USA. Recruit 
and train new armies and fleets, 
build fortifications and railways. A 
strong economic base is essential for 
victory. 

Using Empire Interactive ' s Intuitive 
Cwnbat Control Interface ( ICCI ) , 
strategic orders can be given to the 
overall forces or just to specific 


units. During the battle action 
situations, zoom in from a dazzling 
panoramic view to minutely detailed 
combat level action 1 Watch each 
individual soldier react to rifle and 
cannon firel 

Tutorial battles and a massive on- 
line database coupled with historical 
references throughout the manual give 
you fascinating insight into the 
trials and glories of The Civil War. 
Review information regarding famous 
generals and weapons! Enjoy songs 
from the period and read accounts 
written by the newspaper or soldiers 
themselves I 

Could you destroy "Stonewall" Jackson 
at Manassas and end the War? Would 
Grants Army of The Tennessee stand 
against you at Shiloh? 

Two Player mode available with play 
over serial link or modem. 


IBM PC CD-ROM 


This innovative game will redefine 
the genre and provide for the first 
time a stunning backdrop for full 
action battles. A 3D texture mapped 
battlefield with Gouraud shaded 
terrain lets you control your forces 
in spectacular combat sequences. In 
The Civil War, you plan the cair^iaigns 
and fight the key battles that will 
determine the fate of the nation. 


CIVIL WAR IS THE STATE OF THE ART 
REALTIME SIMULATION OF THE CONFLICT 
THAT SHAPED THE NATION 


Circle Reader Service #157 


VNJOEK 


eipire ijrteracbive. 


13220 Wisteria Drive, Bay N-2, GennantaMn, 


empire' 




Welcome to the Cooperstown of Computer Games. 

Here, raiseti upon perlestals, you'll find the games that broke the records, 
established the benchmarks, and heid gamers in deiighted trances for hours untoid. 


J j J iJ 1/ if 'j' J !) !i ii it 



ULTIMA UNDERWORLD: 

THE STYGIAN ABYSS 
ORIGIN SYSTEMS, 1992 

Prior to Origin's Ui.riM.A Undkrworli): 'I'iil 
Siy(;l\n’ Abyss, sniooili-scroliing lirst-pei'son 
3-D was llic province of driving, Hying and 
space combat games, 'lliere were (irsl-per.son 
role-playing giiines bclbrc Ui.’iiM.A UNDKinvoui ,i) and dungeons 
that looked like 3-D envii-onmenls, but the magicitins at btok- 
ing Glass Technologies (then Bine Sky Pi'oducrions) were the 
lirst to give us that I'eeling of exploring and lighting within a 
real 3-D world. It was the fii'sl time lluil the mouse could be used 
to direct inoveinenl that was not (i‘ame-by-fi-ame, but smoothly 
recalculated and redrawn according to die gamer’s injxit. 'llie 
texture-mapped dungeon walls were detailed and convincing 
enough. Ui.'fiMA UNnt':invc)Ki.i): Tut:; S iYtaAN Aby,s,s also present- 
ed a very satisfying form of two-step combat wherein weapons 
are pulled back and released, with the power of the blew de- 
pending upon the intemi between the sti'okes. Add powerful 
auto-maps upcDii which players could make their own notes and 
you have a game which broke plenty of new ground in g-ame de- 
sign, a worthy inductee to these halls. 



WOLPENSTEIN 3-D 
ID SOFTWARE, 1992 

Woi.i'MN.S'i'KlN 3-D was based on the con- 
cept of an early Apple II game, Castle 
W oi.EENSi'EiN, w'here the gamer had to es- 
cape from an old castle guarded by Nazi 
jailers. WoiTENSTEiN 3-D transformed the game with a free- 
scrolling, texture-mapped environment that roughly corre- 
sponded to the simple line-ancl-rill graphic mazes of the 
earlier game. To be certain, the walls of the Nazi-controlled 
castle were not as detailed as those in Ultima Underworld, 
bur the game screen was larger and the scrolling much faster. 
Though spartan, the graphics created a wonderful atmos- 
phere, with Nazi banners hanging on the walls, stained glass 
windows stairing Hitler himself, and lots of nice touches like 
chandeliers and coats of armor. Wolfenstein 3-D’s use of 
{perspective and sound also assisted gamers in suspending 
their disbelief. At the time of release, Wolfenstein 3-D was 
the most thrilling, adrenaline-pumping game around, and 
since then, it has spawned (for better or worse) an entire 
genre of action games. 


Civilization (MicroProse, 1991) 
Falcon 3.0 (Spectrum HoloByte, 1991) 
Gunship (MicroProse, 1989) 
Harpoon (Three-Sixty Pacific, 1989) 
King's Ouest V (Sierra On-Line, 1990) 
Lemmings (Psygnosis, 1991) 
Links 386 Pro (Access Software, 1992) 


M-1 Tank Platoon (MicroProse, 1989) 
Railroad Tycoon (MicroProse, 1990) 

Red Baron (Dynamix, 1990) 

Their Finest Hour (LucasArts, 1989) 

The Secret of Monkey Island (LucasArts, 1990) 
Ultima VI (Origin Systems, 1990) 

Wing Commander I II (Origin Systems, 1990-91) 


t ;j jj u G 'i' 


Battle Chess (interplay Productions, 1988) 
Chessmaster (The Software Toolworks, 1986) 
Dungeon Master (FTL Software, 1987) 

Earl Weaver Baseball (Electronic Arts, 1986) 
Empire (Interstel. 1978) 

F-IO Stealth Fighter (MicroProse, 1988) 
Gettysburg: The Turning Point (SSl, 1986) 


Kampfgruppe (Strategic Simulations, 1985) 
Mech Brigade (Strategic Simulations, 1985} 
Might & Magic (New World Computing, 1986) 
M.U.L.E. (Electronic Arts, 1983) 

Pirates (MicroProse, 1987) 

SimCity (Maxis, 1987) 

Startlight (Electronic Arts, 1986) 


The Bard's Tale (Electronic Arts, 1985) 
Ultima III (Origin Systems, 1983) 

Ultima IV (Origin Systems, 1985) 

War in Russia (Strategic Simulations, 1984) 
Wasteland (interplay Productions, 1986) 
Wizardry (Sir-Tech Software, 1981) 

ZORX (Infocom, 1981) 
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1942: Pacific Air War Up- 
date: Adds digital sounds, 6 
new airplanes and new digbt 
models to the orimnal tjame. 
1/19/95 

Armored Fist V1A14 Up- 
date: CD-ROM/Iloppy up- 
dates address a ntiniDer of 
compatibility issues, includ- 
ing; mouse, video, memoiy 
and missing/no sound el- 
fects. 1/5/95 

Computer Gaming World 
Version 12B.D2 Update: 

Fixes reported 5 1/2 star rat- 
ings bugs in reviews of Rise 
of the Robots and Battle Isle 
2200. 1/15/95 

Dark Sun II: Wake of the 
Ravager VI. 1 Update: Fixes 
reported problems. Separate 
floppy and CD-ROM ver- 
sions available. 1/5/95 

DOOM VI. 9: Official Id up- 
grade; works only with ver- 
sion 1.666. 2/8/95 

Sth Fleet Version 1.2 up- 
date: Fixes some reported 
bugs. 2/2/95 

Flash Traffic Installation Up- 
date: New INS'FALL.EXE 
expands sound card sup- 
port, includes drivers for 
MS Sound System and cards 
with the Ensoniq chip. 
1/27/95 

Flight Commander 2 V1.02: 

Batch fixes PBEM I'eature 
and reported problems with 
some video drivers. Also 
makes the game compatible 
with the CD-ROM version. 
IBM compatibles only. 

1/8/95 

Front Page Sports: Baseball 

'94 VI. 02: Upgrade fixes 
many reported problems, in- 
cluding crash bugs, General 
Manager AI, and roster han- 
dling bugs. 2/3/95 

Front Page Sports; Football 

Pro 95 VI. 02: Adds fans to 
the stands and enables the 
CD-ROM version of the 
game to access extra plays 
from the CD, plus many 
other enhancements. 

1/26/95 

Harpoon Classic (Mac Version) 
VI .57: Works with version 



Computer game programs have grovm so massive and the number of hardware config- 
urations has become so huge that incompatibilities and glitches are frustratingly com- 
mon. Software fixes, or "patches,” for huggy programs have become a necessary evil 
until we reach the golden age of standardized platforms and bug-free programs. 

These patches can usually be downloaded from the major on-line 
networks (CompuServe, GEnie, ZiffNet), but can also be obtained 
from individual software publisher's own BBSs or direct from the publisher with proof 
of purchase. Red indicates new files. 


1 .5 or better, fixing some 
missile targeting bugs. 

2/3/95 

Harpoon Classic for Win- 
dows VI. 53b: Works with 
version 1.5 or better, fixes 
several reported GPF errors. 
Also fully implements all ver- 
sion 1.32 missile changes in- 
cluding bearing-only attacks. 
2/2/95 ' 

Harpoon Classic Vl.SGd: CD- 

ROM update corrects some 
bugs willi setting aircraft 
speeds, air-to-air refeuling, 
and some other long stand- 
ing bugs, as well as using 
less memoiy. Missiles 
launch against bases cor- 
rectly. Works with all previ- 
ous versions. 12/28/94 

King's Quesl VII Update: 

Corrects all known problems, 
but is not compatible with 
VI. 1. 1/11/95 

Knights of Xentar VI. 08a 
Patch: Fixes some graphics 
hugs as well as some hard- 
ware compatibility problems. 
1/4/95 

Menzofaerranzan VI .01 Up- 
date: CD-ROM/floppy up- 
date fixes numerous bugs, 
including: NPC Vonar can 
scribe the Light spell, Mal- 
ice will now appear in the 
endgame for everyone, and 
Jump polinnswill not disap- 
pear wnen saving the game. 
1/9/95 

Master of Magic VI. 2: Latest 
upgrade to MicroProse’s 
strategy game with numer- 
ous fixes, new features, and 
major AI enhancements. 
12/1/94 


NASCAR VI. 1 Upgrade 
Patch: Fixes in this version 
include: pole bug, intermpt 
10 or higher for sound card 
settings and some problems 
with SET CONTROLS func- 
tion when using ThmstMas- 
ler T1 and. other pedal units. 
12/19/94 

Panzer General VI. 1 Up- 
date: Separate CD-ROM and 
floppy patches fix some re- 
ported problems. 1/6/95 

SimTower V1.1 Update: Mac- 
intosh-only patch fixes 
problems with metro sta- 
tion, random lock ups and 
some gi'aphics glitches. 
1/20/95 

Tanks VI. 25: Unofficial 
patch by Norm Roger adds 
panic fire and retreats, hid- 
den AT guns, variable weath- 
ei’, horse-drawn artilleiy, 
reduced air and artiller effec- 
tiveness, and much more. 
1/25/95 

Tigers on the Prowl 
VI. 15b: I .atest patch fixes 
problem accessing multiple 
units and adds some new fea- 
tures. 1 1/23/94 

Transport Tycoon: Fixes 
sound card recognition 
bug during setup, among 
other minor proolems. 
1/10/95 

Warcraft: Ores and Humans 
Disk/CD-RGM Update: 

Works with both the disk and 
CD-ROM versions, contains 
unit editor and cheat codes. 
1/27/95 

Warlords II Power Mac 

VI. 04: Speeds up redraw of 


hidden ma])s on Power Mac- 
intoshes. 2/1/95 

Wing Commander III Joy- 
stick Patch: Fixes reported 
joystick lockups when start- 
ing up WC3. 1/2/95 

Wing Commander Armada 
Proving Grounds Add-on; 

Adds 6 player network sup- 
port to Armada. 1/2/95 

Wing Commander Armada 
vl.O Patch: Fixes reported 
problems. 1/2/95 W 


Publisher BBS Numbers 

Many of these patches are 
available direct from the 
publishers’ bulletin board 
systems. Call with your mo- 
dem parity settings at N-8-1. 

Accolade CA (408) 296-8800 
Activision CA (310)820-1276 
Apogee MA (508) 368-7036 

Bethesda Software MD 

(301)990-7552 

Broderhund CA (415) 883-5889 
Capstone FL (305) 374-6872 

Creative Labs OK (405) 742- 
6660 

Id Software TX (508) 368- 
4137 

Impressions Software MA 

(617) 225-2042. 

Interplay Productions CA 

(714)252-2822 
LucasArts CA (415) 257-3070 
Maxis CA (510) 254-3869 

MicroProse MD (410) 785- 
1841 

Microsoft WA (206) 936-6735 
NovaLogic CA (818) 774-9528 
Origin TX (512) 328-8402 
Papyrus MA (617) 576-7472 

Sierra Online CA (209) 683- 
4463 

Spectrum HoloByte CA (510) 
522-8909 

SSI CA (408) 739-6137 or 
(408) 739 6623 

Virgin Interactive CA (714) 
833-3305 
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NOT RECOMMENDED FOR 
PLAYERS UNDER 13 


Based on the 


Japanese hit 


movie and 


15^1 game. ^ 


Dragon 




Knight III 


KNIGHTSo/ 


E N TAR 


Circle Reader Service ff86 


ir ccnturks,. war has raged among the demons and fairies, 
j i’evastating this mystical land. Tiuo young knights, separated at 
hirth and raised by mortals, chosen for the ultimate battle that 
will decide the fate of heaven and earth. Never knowing their 
true rektion — or their own dark destiny they are fated to meet 
and duel each other to the death. As Desmond, the Knight 
: ofXehtar, you will be striving with many a winsome 
■■ enchantress to overcome menacing foes — 
and perhaps in victory, become the ruler of all. 

■ iio the challenge is on! An incomparable role playing 
fantasy game for your PC, with stunning, handscidpted 
g-aphics throughout, humorous script and thrilling 
phts. But be warned — > with its romance and intense 
act ion, Knights ofXentar is not for kids nor the faint hearted. 

Ava 'lable at finer software dealers everywhere or call 
1 810 258 MEGA. VisalMastercard accepted. 

Downk ad the JfREE demo by calling our 24 hour BBS 310 539 7739 
(8 date bits, no parity, I stop bit, filename kxdemo.exe) 
or sehd $5 for the demo on diskette to 
Megatech, PO Box 11333, Torrance, CA 90510. 
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OF DEMONS 
TION AWAITS 








The Winter 
Of Our Disk 
Contents 

by William Oxford Bacon 


I t seemed like a natural, staging a 
performance of Richard 111 at Micl- 
dleham Castle with yours truly play- 
ing the lead role using a seiTiccable 
Richard Nixon impression. “I’m a 
king, not a crook!” \\'h)' not? The 
voice of an uni)opular president to 
suggest the voice of an unpopular king of- 
fers a certain something. 

In fact, it seemed as natural as Sierra's 
Roberta ^Villiams deciding to design 
KiNt;’s Quest Mil as a solo act. Both 
KiNcts Quest VI and Kin'cj’s Quest Vll 
were written with co-authors, but Roberta 
has interesting plans for the next install- 
ment which do not require colkiboration. 
Ill addition to her jilans to up the ante on 
the animation and integi'ate it with multi- 
plane scrolling, she unfortunateh’ swore 
me to secrecy about the intriguing idea 
she has for one arcade sec|uence in the 
game. 

To perform the opening monologue 
from the highest point in the keeji, 1 
climbed the narrow, twisting stainva)’ — 
practicing my Nixon voice with visions of 
gloiy and critical acclaim in my brain. \’l- 
siON.S or Glory, of course, reminded me 
of QQP’s expected late ‘9o release of a 
planetar)' contiuest game with both strate- 
gic and tactical combat, 'fhe game is sup- 
posed to feature 20 different jilanelary 
tei'rains and accommodate up to "10 play- 
ers. There are even supjiosed to be near 
40 alien races within the game. 


I didn’t feel veiy regal, however, when 
a little blond boy Junijied out of one of 
the corridor’s shadovv')' recesses, waving a 
stick swortl and shouting. “Die. villain!" 1 
instinctively stepped back and into tlie 
rather comeh’ shape of the bov’s mother, 
causing her to drop the book she tvas 
reading and release an involumaiy ciy. I 
muttered an apolog)’, picked uji her 
copy of SwoRii or Sii.\NN.\r,\, and sud- 
denly realized that the )()ung lovely was 
a woman I’d met at Legend. Mmm, 1 
knew that I'erTV Brooks, the author of 
the best-selling Shannarti series, w;is 
published b)’ Random House, and I also 
knew that Random House has a major 
investment in Legend. Krgo. 1 retisoned, 
Legend must be publishing a SwoRt) or 
Sii.-\NN,\R.\ gtime. .She conlirmed ni)' sus- 
picion and indicated that the game 
would be set in the time frame between 
Sword ok Sii.\nn.\iu\ tuid Ki.r . stones oI’ 
Su.WNARA with the player taking t)n the 
role of Shea Ohlmsford’s son, Will’s fa- 
ther. She also said the game was being 
designed by Gorey and l.ori Gole ol' 
Quest tor Gi.orv fame. 

1 was so excited by that news and ni)' 
mind was racing so fast that 1 reached the 
summit hulling and pulling like an early 
locomotive in QQP's upcoming Kmi’ire 
B uit.DER. This conversion of the classic 
Mayfair boartlgame of railroad building 
will feature the standard Itotird game, 
plus a version ol' the gtnnc with lots of 


new optional rules. It will be the first of a 
series of games featuring Nll’l’ON Rau.s, 
Biu nsii R,\ius, KiatoRAii-s, and more. 

1 caught inv breath tind began the 
monologue, only to be interrupted by an 
Knglish Heritage volunteer tvho slernh’ 
but jjoliieh' asked me to leave — some- 
thing about defacing historical monu- 
ments. .As 1 followed the volunteer tiown 
the twisting staircase, the little boy’s 
mother handed me a hastily scribbled 
note. It said that Byron Preiss was going 
to publish ;i M.Mfi'lAX GllRONict.US game, 
fhe Bradbuiy game will take place tifier 
the short stories from which the game re- 
ceived its iKune ;md will be a MV.ST-like 
game where the jDkyer must stojD a [)oten- 
lial nuclear disaster. 

! gave her a thank you kiss on the 
cheek, but suddenly fell a thwack on the 
side of the head. Her son was waving his 
slick sword like a baseball bat and was act- 
ing a lot like a big league btttter in Storm- 
front Studio’s To.nv La Ru.s.sa B.aseb.all 
III. 'fhe new version tvill leature digitized 
prolessional players and both a near-ilat 
stilt islical model (affected some by weath- 
er and jihysics) for biisebiill stat-lmlfs and 
it piii'c* physics-based giune for action 
gamers. ‘Tin gonna’ tell diicldy,” threat- 
ened the jn'otective youngster iind, know- 
ing the father’s gretil propensity for 
jeitlousy, I'oiind myself capering nimbly 
fi'om fhe liidy’s pre.sence to the hiscivious 
pliiying of ii lute. 4r 


Computer Gaming World (LSSN t)7-l-t-(i()()7) is |uil)lislie(l moiiilily hy Zil'T-Davis Puhli.sinng Co., One I’ark Avenue, New Vt)i k, NY 1 00 i (i. 
Subscription I'ale is S28.00 (dr a one year su!)scri|Miou ( 1 issues). Canada ;iiu! all oilier couniries iidd S 1 1 .00 lor |)oslage. I’osiinasler: Semi 
address clianges to Computer Gaming Worl<l, I’.O. Box .'>7 1 07, Boulder, CO 80.022-7 1 07. C;uiadi;in (i.ST regisiraliou i lumber is R 120009070. 
8econd-cIa.ss posliige ])aid al New York, NV i 00 1 0 and addilional mailing ofllces. I’ermil #072-910. I’riiUed in ibe U..S.A. 
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Introducing the UltraSound ftCE’ 



WAVIITABLI: TI-CHNOLOGY. 16-1311 CD QUALITY SOUND. 09 DUCKS. HI-ADD IINOUOH? 


HIGH IENI] G 


frcmCrauls.The 22-uoicB uiauetahle 





Make them regret it! > 

Stfipped of memory ond enhanred with both humon ond 
olien terhnology, you were.to be the perfect warrior. 

Moke your breok for freedom os the stor of ' 
origin's latest Interactive Movie. Lifelike i 

onimotion of your chorocter — whose every fl 
move you control — intriguing pozzies M 

and truly interactive environments create 


See hr youaelf. 









